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Ytag GENITRE QF TIE© 

WTS Electronics Ltd, Chaul End Lane, Luto 




Amiga 4000 Packs 


• AGA Chip set 

• 68030 processor 

• Co-pro option 
•4MB RAM 

• A4000 030 with 80MB & hard drive £918 

• A4000 030 with 120MB & hard drive £1024 

• A1200 040 with 120MB & hard drive £2139 


A500 Plus 



• Amiga 500 Plus 

• Cartoon Classic pack 


£187 

£217 


A1200/A600 Hard Drives 


Amiga 500 Hard Drives 


Monitors 


SVGA Monitors 



• Easy to install upgrade kits 

• Full instructions and cables where necessary 

• All drives supplied with formatting 
instructions and software 

• Free fitting available - phone for details 


• 20MB HD Upgrade Kit £95 

• 40MB HD Upgrade Kit £135 

• 60MB HD Upgrade Kit £169 

• 80MB HD Upgrade Kit £189 

• 120MB HD Upgrade Kit £269 

• 200MB HD Upgrade Kit £329 


A1200/A600 Upgrades 


• A1200 PC 1204 4MB + clock (Co-prooptional78 

• ProRam 2MB PCM-CIA A600/A1200 £118 

• ProRam 4MB PCM-CIA A600/A1200 £172 


High Quality Hard Drives 

• GVP 80MB hard drive A500 £349 

• GVP 120MB hard drive A500 £439 

• GVP 500MB hard drive A500 £989 

• GVP 120MB hard drive A1500 £382 

Internal Hard Drives for A500 

• Easy to install - Full instructions 

• ICD technology 

• Pro Internal 20MB hard drive £175 

• Pro Internal 80MB hard drive £325 

• Pro Internal 120MB hard drive £178 

• Pro Internal 200MB hard drive £475 

• A570 CD drive £149 


• Philips 8833 MKII Monitor £219 

• Commodore 1084s £194 

• When purchasing with 

an Amiga deduct £10 from above 
pricing 

• Dust cover for the above £5 


• 14"Super high resolution colour display 

• Professional IBM compatibility 

• Complete with cable 

• Full UK warranty 

• 2 Free games 

• A1200 SVGA Monitor (Displays high 

productivity modes) £228 

• A1200 SVGA Monitor (Displays all modes 

high and low) £389 

• A1200 SVGA plus 20" Monitor (Displays 
all modes ideal for DTP,CAD etc.) £1044 



• Ergonomically sound 

• Facilitates up to three external floppy 
drives 

• Made in the UK 

• Strong and robust 

• Aesthetically pleasing 

• Keep your desk neat and tidy 

• Supplied complete and assembled with 


free mouse mat 

• A500 Workstation £36 

• A600 Workstation £36 

• A1200 Workstation £36 

• Workstation dust covers £9 


• 100 Capacity lockable disk box £5.99 

• Squick mouse £13.99 

• Mouse mat £1.99 

• TDK high quality DSD (10) disks £9.99 

• Computer Mall DSD (10) disks £6.00 

• Jet Fighter joystick £13.99 

• Apache joystick £6.99 

• Python joystick £9.99 

• Zipstick joystick £14.99 

• A500/A600/A1200 Dust cover s £4.99 

• Trackball controller £24.99 

• Control pad £14.99 

• A500 Modulator £36.00 

• Mini Office package £54.99 

• Vast range of leads Please call 


• Allows image processing in a useful and 
unique fashion 

• Comes complete with operation marvual 

• One of the fastest growing applications 
for home and professional users 

• High specification coupled with cost 
effective pricing 

• Power Hand Scanner 

• 64 greyscales 100-400 DPI 

• Thru'port to printer 

• Fully compatible with Delux Paint 4, etc. 

• Advanced software 

• Power Hand Scanner v3.0 £105 

• Power Hand Scanner Colour £229 


• Swap between Kickstart chips 

• Fits A500, A500+, A600,A1500 

• Auto swapping via keyboard control 

• Flexible cable allows the swapper to 
work in conjunction with 
accelerators etc. 

• Simple to fit - full instructions 

• Pro ROM Swapper £18 

• Pro ROM Swapper + 1.3ROM £37 

• Pro ROM Swapper + 2.04 ROm£ 40 
•Workbench 2.04 plus manuals£49 
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N, BEDS, LU4 8EZ TEL (0582) 491949 (6 LINES) 


Est. since 

1984 




Pro Agnus 2MB 



• Provides a full 2MB of Chip Memory for the 
Amiga 500 and A1500/2000 • Designed and 
built in England • Supplied with 8375 Obese 
Agnus • Includes 2Mb Memory on board in 
the form of low power Zips • Allows the pro¬ 
cessing of elaborate animation and sound 
sampling • Provides the same max. chipmem- 
ory as the A3000/A600 &500+ • Increases 
addressable memory space from 9MB to 
10MB • Complete with full instructions and 
flying leads • British made 

• Pro Agnus 2MB £139 

(Free fitting available - Phone for details) 


A500 Memory Expansions 



A500 Pro-RAM 0.5 Meg. Upgrade 

• Allows 1 MB software to run 

• Chip memory compatible 


• British made 


• Without clock 

£16 

• With clock 

£19 

A500 Pro-RAM 1.5 Meg Upgrade 

• Gives a full 2MB of memory 

£74 

A500+ 1MB Meg Upgrade 

£ 29.95 


High Current Power Supply Cumana 3.5" External Drive_ Supra Modems _Chips and Spares 



• Allows the addition of peripherals 
without damage to computer or power 
supply 

• Why risk damaging your expensive kit 
when one simple investment will ensure 
total peace of mind now and for the 
future 

• Switch mode design 

• Full crow bar projection 

• A500, A500+ and A600 compatible 

• British made 


• A500 Power supply unit £ 44.95 

• A590 Power supply unit £ 44.95 

• A1200 Power supply unit £ 54.95 

• A2000 Power supply unit £ 99.95 



• High Quality 

• Renowned and proven reliability 

• Top notch specification 

• Anti-click 

• Long moulded cable 

• Slimline design 

• High impact plastic 


• Cumana external drive £56 

• Cumana external drive 

+ 100 capacity disk box £59 

• Cumana external drive 

+ 100 disk box + 20 blank disks £65 

• A5Q0/A500+ 

Internal replacement disk drive £46 



Utilise hundreds of PD Bulletin Boards 
Communicate with fellow computer 
users 

Cuts down on telephone bills by using 
fast efficient baud rates 
100% Hayes compatible 
Tone pulse, Auto Dial/Auto Answer 
Standard RS232 Interface 
Programmable number storage 
Free Corns software 

Supra 2400 Modem £89 

Supra Fax Plus (0-9600 BPS) £148 

Supra v.3.2 (Fax Modem) £199 

Supra v.32 BIS (Fax Modem) £358 



• WTS have sole distribution rights from 
Americas biggest Commodore chip 
distributor 


• Workbench 2.04 Kit £78 

(Includes manuals, disks & chip) 

• Kickstart 2.04 £24 

• Kickstart 1.3 £26 

• Kickstart ROM Swapper £18 

(Swap between kickstarts) 

• Fatter Agnus 8372 £49 

• Obese Agnus 8375 £54 

• High Res Denise £29 

• 1 MB x 9 Simms (3 chip) £29 

• 1 MB x 4 Zips £14 

•8520 CIA £13 


SALES HOTLINE 0582 491949 (6 LINES). 0480 471117 (24HR), FAX ON 0582 505900 


Credit Card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and 
the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post. 


lb 


When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with 
your order. Postal Orders are also accepted. 


NO DELIVERY CHARGES TO UK MAINLAND. MINIMUM ORDER AMOUNT £15.00. 

Should you wish your order to be sent by Group 4 Security service please add £5. This method includes Comprehensive insurance. 



WARRANTY: One year return to base (excluding chips). 

ONE YEAR EXTENDED WARRANTY: Available on all products (excluding chips) at 10% of purchase price when ordering. 


Head Office 
WTS Electronic Ltd 
Chaul End Lane 
Luton 

0582 491949 


Where To Find Us! 


Computer Mall Bedford 
No. 16 Downstairs 
The Harpur Centre 
Bedford 
0234 218228 


Computer Mall St. Neots 
No.6 

Priory Mall Shopping Centre 
St. Neots 
0480 471117 


Computer Mall Hertford 
49 Railway St. 

Hertford 
0992 503606 


Computer Mall Dunstable 
84 High Street North 
Dunstable 
Bedfordshire 
0582 475747 


All prices quoted or products stocked are subject to stocking levels and availability. WTS cannot be held liable or supply reimbursement for force majeure, or items, which are out of stock due to demand or low stock at its suppliers which 
may result in delayed delivery or non delivery, please allow 28 days for delivery. WTS reserve the right to ammend prices, revise packs, specifications and or substitute product wihtout prior notice at any time without liability upon itself 
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BACK ISSUES! 


Yes, due to popular 
demand you can now order 
previous issues of AMIGA 
FORCE to complete your 
collection. 


We tell you what’s going down 
in the Amiga world — and A 
what’s going up in the 
ELSPA/Penguin Top 100! \i 


f m More classy Public Domain 
^offerings, including yet 
another Assassins compilation 
and a tribute to the rock group, 
Queen. 


We bring you the exclusive review 
of the official UK version of US 
■^Gold’s stunning arcade 
r adventure. Flashback . 


Win loadsa 

cinema 

vouchers, 

plus 

goodies 

galore from 

US Gold! 


J^Your turn to have your say 
plus the TIPS BITS 
column gets bigger and bigger! 


Choosing a puzzle game from the 
plethora of titles available is ^ 
a perplexing experience —a 
we give you a roundup of I 

the best. Til 


Lower prices don’t always mean 
good value for money — we sort 
out the Trophy bitter from 
the dregs. 


^ Will Morph change your mind 
about puzzle games? Does 
Beavers make a splash? Find out 
as we review all the latest 100%« 
finished full-price software. 


Take a sneak look at the wonderful 
games coming your way in the next 
few months, including a long- 
awaited new release from 

Bullfrog. 
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There’s been a war of words between some of the other 
Amiga magazines recently, over whether they review 
unfinished games. We’ve decided to put an end to the 
discussion once and for all... 

Amiga Action quite happily confess to reviewing 
unfinished product, saying (in their June issue) they 
‘don’t want to be dishonest about such claims, as it is 
impossible to lay down such a law’. Not so. AMIGA 
FORCE does stick to such a firm policy. In the last few 
months we’ve passed up opportunities to review many 
unfinished games that less-scrupulous magazines did 
review, eg Combat Air Patrol, Flashback (only French or 
pirate version reviewed by other mags), Goal!, The 
Chaos Engine, Prime Mover, Universal Monsters — the 
list goes on... 

However, some mags claim to review only finished 
product, but blatantly don’t adhere to this ‘policy of truth’. 
We spoke to Thalion’s Tony King (no relation) about the 
situation. His comments were very enlightening: ‘We 
were very concerned and very annoyed about it... I know 
damn well that The One reviewed a finished version of 
Lionheart because they had it in a box and everything 
[as did AMIGA FORCE], whereas Amiga Power didn’t... 

It wasn’t a beta-test [as they later claimed], it wasn’t 
finished at all. What then happened was, of course, we 
said, “Look, go back and do it again because it’s not 
finished”. And their tart reply was “Oh yes, well thanks to 
us, Thalion went back and they changed certain bits that 
didn’t dramatically add to the effect of the game”... The 
sound files weren’t on there, there were two levels not on 
there... I’m extremely unhappy about the professionalism 
of certain publications... Certain magazines out there do 
not have very high moral standards.’ 

Another example of how early ‘reviews’ can go wrong 
is that of Ragnarok, which Amiga Power ‘reviewed’ in 
their March issue. Mirage’s Julia Coombes told us, They 
reviewed a copy that was supposedly 90% finished but 
not really there... They knew it wasn’t pre-production.’ 
This probably explains why their ‘review’ was so vague. 
We were shown the very same unfinished version of the 
game and it was our critical comments which prompted 
Mirage to spend more time on the game’s artificial 
intelligence. We still await a finished review copy. 

And (often major) inaccuracy isn’t the only problem 
with early ‘reviews’: there’s a tendency to give a so-so 
game the ‘benefit of the doubt’ and bump its mark up — 
much better to have an ‘exclusive review’ of a ‘great’ 
game than a poor one. Then there’s the question of the 
‘thin end of the wedge’: just how far will some magazines 
go to get an exclusive? At the rate some of them are 
going, they’ll be ‘reviewing’ loading screens soon! 

So there you have it, the debate is closed. If you want 
completely accurate reviews of completely finished 
games, you know where to come. After all, surely 
honesty is the best policy? 


WvkF 
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There’s a facility within . ■■■ . . . . ^ 

the game to send messages to the other human 
players too. 

After each turn, every human player sends a 
disk containing his updated position to Quantum, 
who process information from ail six players then 
return the disks, now containing a complete 

. game-position update. 

■ _ -.I/ f. \—Players are free to miss a 
- ■ %T ~ turn whenever they like, and 

T ~ 7 can rejoin the conflict at any 

pV JjL stage. 

* S W Because it’s a multi-user 

; —— — game, you can’t play it on 

BCHRsr j troop 3e?i3*£kf your own, but with around 

SI* - .I. 1 200 players worldwide 

there’s no shortage of 

7mm . opponents. Quantum are 

constantly improving the game (the current 
version is 1.4) and provide free updates for 
contestants. They’ve also got a World War II 
game in the pipeline, and are working on other 
historical projects too. 

Global Conflict vl.4 costs £12.99, including 
two free turns. Further turns are charged at 
£2.95 each. 


r 


computer picks six at random (which are never 

adjacent to each other) and *• ' **«• 

assigns one to each player. __ i! ' 

The remaining territories are *4? 
neutral, and will not launch - „ __ , n 

offensive attacks but defend «■ « ' 

their borders to the death if $ 

threatened. - .— 

At the start of a game and m±w& report m 
at the beginning of each imp wm 

turn, the human players are ——t 7 
given a set number of 
credits to spend on armaments, troops and 
other pieces of military hardware. The amount 
of dosh you get depends on how many 
countries you occupy. When you’ve picked 
your forces the game starts in earnest. 

During battle you can view the skirmishes 
from the cockpit of an attacking aircraft, or 
Battle Command centre for ground offensives. 


' 

■ 
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T eam 17, probably the most exciting 
developers to hit the Amiga since the 
Bitmaps, have enhanced their smash hit beat- 
’em-up Body Blows. 

The new version allows you to play any of 
the ten tournament players in one-player mode, 
boasts even faster action, extra credits in one- 
player mode, and added graphic details such 
as character shadows. 

Owners of the original version can upgrade 
to version two by sending disk one (ONLY 
DISK ONE!) and a cheque/PO for £2.50 to 
Body Blows Upgrade Offer , Team 17, 
Marwood House, Garden St, Wakefield, 

West Yorks WF1 1DX. 

Also on the horizon is Project X, the 
enhanced budget version. The game is 
squeezed onto three disks instead of the usual 
four, though it’s definitely not a cut-down 
version. The main criticisms of the full-pricer 
was that you lost all your power-ups when you 
died, which often proved disastrous — the 
game was too bloomin’ hard anyway! Both of 


F ollowing last month’s savage review of 
International Rugby Challenge , Domark 
have informed us that the review copies they 
sent out had a bug that prevented the use of 
two joysticks in two-player matches. This 
has now been corrected, but otherwise the 
game is still as we said it was, ie dreadful. 

% mmw 
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I f you thought 16-bit text adventures start 
and finish with Mastertronic’s Infocom 
releases, you’re very much mistaken — 
Borphee Computers have unleashed The 
Four Symbols onto an unsuspecting public. 

A text-only game written by the Grue on 
adventure-writing utility HATRACK //, The 
Four Symbols is set in a medieval town 
where superstition and witchcraft are rife. 

With the disappearance of the four sacred 
symbols that protected the village from evil, 
the dark arts are feared and you’re the prime 
suspect! Only by finding and returning the 
symbols can you clear your name. 

The Four Symbols is arguably the most 
celebrated text adventure since Infocom split 
up, and certainly the best home-grown outing 
(it won the ‘Best 16-Bit Text Adventure’ award 
at the last Adventurer’s Convention). Thanks 
to AMIGA FORCE you can get it at a 
discount! Normally selling for £5, enclose this 
coupon with your order and get 50p off. Send 
your dosh to: Borphee Computers, 64 County 
Rd, Ormskirk, Lancs L39 1QH. 


Please rush me a copy of The Four 
Symbols . I enclose a cheque/PO for 
£4.50, made payable to Borphee 
Computers. 

Name....... 

Address...... 


Postcode.. 

Fave adventure. 


Borphee Computers, 64 County Rd. 
Ormskirk, Lancs L39 1QH. 




For annoying little brothers 
everywhere... 




these fiddly flaws have been corrected, so 
hopefully Project X will at last take its rightful 
place as king of the shoot-’em-ups. The 
enhanced version will set you back a mere 
£12.99 when it’s released on 17 June. 

Finally, a recent magazine article stated that 
Team 17 were abandoning the Amiga 500/600 
in favour of the 1200. ‘Are we chuff!’ said a 
team 17 spokesperson. ‘We’ll be developing on 
and for the A1200, but we’re not abandoning 
the 16-bit Amigas’. So there we have it — get it 
right, get it from AMIGA FORCE. 


(US Gold) ~ 

0839 007 896 

morph WK ry.j 

(Millennium) Pp. *■» 

0839 007 897 ’ 

NIPPON SAFES r w 

(Global Software) 

0839 007 898 , t§| 

lOp, so it’s cheaper than a first-class stamp 


W otcha. It’s bespectacled berk time again 
with Ben the Boffin, everyone’s favourite 
button-basher! I’ve got some great tips lined up 
for you — so many that the AF crew can’t fit 
them all in the magazine, so it’s up to you to 
choose which game you want tipping. 


B eyond Belief are to hit the Amiga market 
with Muzzy , a 72-level puzzler to be 
released on the new Far Out label. Set for a 
late June release, the game will cost £25.99. 
Also on the cards is Cool J Charlie from 


Sensible- 


More news 








































































CHARTS 


COMPILED BY SPONSORED BY 
GALLUP PENGUIN BISCUITS 


/hat’s that zooming like* 
| a missile straight to the 
Number 1 spot? Are we 
really surprised? Well, 

I maybe not, Desert Strike \ 
I is an excellent game. 

I What’s really surprising, 
though, is the news that 
it’s outselling Body 
Blows by an incredible 
[four to one! 
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117 0 £26.99 
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MMI 17 y £16.99 


MANAGER 


6 Reach For The Sky.Virgin.30.99 

7 Sensible Soccer 92/93.Renegade/Mindscape ....25.99 

8 B17 Flying Fortress.Microprose.34.99 

9 First Division Manager.CodeMasters.7.99 

10 Lemmings 2.Psygnosis.29.99 

11 Superfrog.Team 17.26.99 

12 Pirates.Kixx XL.12.99 

13 FI 9 Stealth Fighter.Kixx XL.16.99 

14 Trivial Pursuit.Hit Squad.7.99 

15 FI 6 Combat Pilot.Action 16.9.99 

16 Street Fighter II.US Gold.27.99 

17 Dizzy: Prince Of Yolkfolk.CodeMasters.7.99 

18 Championship 

Manager ’93.Domark.25.99 

19 James Pond.GBH.7.99 

20 Populous & Promised Lands.Hit Squad.12.99 

21 RBI 2.Hit Squad.7.99 

22 Shoot ’Em Up Construction Kit.GBH.9.99 

23 Hero Quest.GBH.9.99 

24 Wing Commander.Origin/Mindscape.34.99 

25 Sleepwalker.Ocean.25.99 

26 Test Drive 2.Hit Squad.7.99 

27 Terminator 2.Hit Squad.7.99 

28 Indiana Jones: Graphic Adv.Kixx XL.14.99 

29 Formula 1 Grand Prix.Microprose.34.99 

30 Lotus Turbo Challenge.GBH.9.99 

31 Maniac Mansion.Kixx XL.12.99 

32 Spellbound Dizzy.CodeMasters.7.99 

33 Prince Of Persia.Hit Squad.7.99 

34 Nick Faldo’s Champ. Golf ....Grandslam.25.99 

35 World Class Cricket.Audiogenic.29.99 

36 G Taylor Soccer Challenge..Krisalis.25.99 

37 Ml Tank Platoon.Kixx XL.14.99 

38 Legend.Mindscape Classic.14.99 

39 Monkey Island 2.US Gold.37.99 

40 Lotus Turbo Challenge 2.GBH.9.99 

41 Final Fight.Kixx.9.99 

42 Historyline 1914-1918.Blue Byte.34.99 

43 688 Attack Sub.Hit Squad.12.99 

44 PGA Tour +.Electronic Arts.29.99 

45 Strike Fleet.Hit Squad.12.99 

46 Jack Nicklaus Golf.Hit Squad.7.99 

47 Indy Jones Fate of Atlantis...US Gold.37.99 

48 Civilization.Microprose.34.99 

49 WWF Wrestlemania.Hit Squad.9.99 

50 Rainbow Islands.Hit Squad.7.99 

51 Magicland Dizzy.CodeMasters.7.99 

52 Rome.Millennium.29.99 

53 KGB . Virgin . 30.99 

54 Pro Tennis Tour . Hit Squad.7.99 

55 The Simpsons . Hit Squad.9.99 

56 Operation Stealth.Kixx XL. 

57 Swiv . Kixx . 9.99 

58 Future Wars . Kixx XL . 12.99 

59 Abandoned Places 2 . ICE.34.99 

60 Legends Of Valour . US Gold.37.99 

61 Quattro Power Machines . Code Masters . 7.99 

62 Street Fighter . Kixx . 9.99 

63 Panza Kick Boxing . Kixx.9.99 

64 Int. Rugby Challenge . Domark . 25.99 

65 International Truck Racing ...Zeppelin . 7.99 

66 Supercars II.GBH . 9.99 

67 Zool.Gremlin Graphics.25.99 

68 J Madden American F/ball ...E/Arts . 29.99 

69 Archer Maclean’s Pool . Virgin . 25.99 

70 Road Rash.Electronic Arts . 25.99 

71 AV8B Harrier Assault . Domark . 34.99 

72 Battlehawks 1942 . Kixx XL . 14.99 

73 Captain Dynamo.CodeMasters.7.99 

74 J White’s Whirlwind Snooker..Virgin . 29.99 

75 Mini Office.Europress Software . 59.99 

76 Chuck Rock 2.Core Design . 25.99 

77 WWF European Rampage Tour Ocean . 25.99 

78 Rodland.Kixx.9.99 

79 Sim Earth.Ocean.34.99 

80 New Zealand Story.Hit Squad.7.99 

81 Fire And Ice.Renegade/Mindscape ....25.99 

82 Campaign.Empire.34.99 

83 Bubble Dizzy.CodeMasters.7.99 

84 Premiere.Core Design.30.99 

85 Combat Classic.Empire.29.99 

86 Lionheart.Thalion.25.99 

87 Midwinter.Kixx XL.12.99 

88 Knightmare.Mindscape Classic.14.99 

89 Treasure Island Dizzy.CodeMasters.4.99 

90 North And South.Digital Integration.7.99 

91 Lombard RAC Rally.Hit Squad.7.99 

92 Robin Hood: Legend Quest .CodeMasters.7.99 

93 Ultima V.Origin/Mindscape.29.99 

94 The Greatest.Beau Jolly.32.99 

95 Fun School 2 (6-8).Hit Squad.7.99 

96 Manchester United.GBH.9.99 

97 A320 Airbus.Thalion.35.99 

98 N Mansell’s World Champ ...Gremlin.29.99 

99 Pinball Magic.Kixx.9.99 

100 Project X.Team 17.25.99 
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THE ULTIMATE 
ADVENTURE FOR 
gW MERE HUMANS 


The countdown has 
begun, lasers are fully 
charged, the Labyrinth is 
ready for action. Laser 
Quest, the ultimate sci-fi 
laser adventure is waiting 
for you. 

As you pull on your 
laser pack you become a 
space age warrior. 

Now with over SO 
venues across the nation, 
Laser Quest is the game 
the players prefer. We 
launch a new venue every 
week, one will be opening 
in your town soon. Watch 
for details...and be there 


NEWCASTLE-UPON-TYNE, Waterloo St.091 261 5534 

NOTTINGHAM, No 1 Hockley.0602 589178 

OXFORD, 9a Hythe Bridge St.0865 200233 

READING, 100 London St.0734 500988 

ROTHERHAM, Superbowl 2000, Wortley Road.0709 740065 

SKEGNESS, Skegness Pier, Grande Parade.0754 765858 

STOUBRIDGE, The Warehouse, High St.0384 443939 

WALSALL, Intown, Off Lichfield St.0922 33234 

WEMBLEY, London Rd.081 795 1000 

WIGAN, Superbowl 2000, Wallgate.0942 820225 

WHITLEY BAY, Spanish City.091 252 3346 

WOLVERHAMPTON, 3 Union St, by Novotel.0902 452858 

^ m mm open 

7 PAYS A wm 


ACCEPT THE CHALLENGE AT YOUR 
LOCAL LASER QUEST ARENA: 

BOLTON, Cannon Cinema, 101 Bradshawgate, .0204 388308 

BRADFORD, 29-31 Westgate.0274 736466 

CAMBRIDGE, Bradwells Court, behind Bus Station ....0223 302102 

CHELMSFORD, The Old Pavillion, Rainsford Rd.0245 347185 

CONSTITUTION HILL, Birmingham.021 236 3311 

DERBY, Roos Sports Ctr, Willow Row.0332 202000 

DONCASTER, Silver Hse, 14-28 Silver St .0302 730383 

DUDLEY, Ex Odeon Cinema, Castle Hill.0384 459795 

GLASGOW, 177 Trongate, diagonally opposite MAS.021 552 7667 

HALIFAX, 1 Southgate Hse, Wards End .0422 369099 

HARLOW, Hawthorn House, opposite C&As.0279 451166 

IPSWICH, 12a Arcade St.0473 286045 

KIDDERMINSTER, The Old Baths, Castle Road.0562 863111 

KINGSTON, 155 Clarence St, opposite Options .081 974 8484 

LEEDS, Empire Arcade, Victoria Quarter.0532 347950 

LEICESTER, 171, Belgrave Gate.0533 531153 

LUTON, 6-8 Park St.0582 487401 

MANCHESTER, 58 Whitworth St, opposite The Ritz....061 228 2231 
MANSFIELD, 15 Market St.0623 634571 


© LASER QUEST UK LTD. 1992 
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■ Why do aliens always choose to live in slimy 
surroundings? Haven't they heard of January sales, 
where they could pick up a cabinet, some wallpaper 
and perhaps a few pots of paint? Strange, isn't it? 


■ It's not exactly The Price is Right, 
but at least Leslie Crowther doesn't 
make an (unwelcome) appearance. 


■ ■■ 


What a game Flashback is. The way the 
plot unfolds as you play is terrific, and along 
with the nifty animated sequences really gets 
you involved. Passwords may seem a little 
few and far between but it’s such a pleasure 
just watching the animation on your charac¬ 
ter, you won’t mind playing through sections 
again. This is a game which revels in that 
elusive quality of irresistibility. At times it’ll 
have your toes curling in frustration but you 
still won’t turn it off, such is the desire to get 
to the next bit and see what’s in store. True, 
the game leads you by the hand in many 
respects, but hugely varied objectives dis¬ 
tract your attention from such trifling matters. 
Playing is like being in an an interactive 
movie and, believe me, it is far more interac¬ 
tive than Another World. An engrossing (and 
relevant-to-the-game) story line, marvellous 
graphics, grade one FX and addictiveness 
beyond compare — what more 
could anyone ask for? Experience § 1 \7A 

Flashback NOW! 1 J 


■ US Gold/Delphine 
£ 29.99 

W orking in a company that produces six 
video entertainment magazines, I get 
to see a fair few games. Whether it’s 
C64, Sega, Nintendo or Amiga, there’s an almost 
endless supply of software for me to pick through 
during those (infrequent) spare moments. This 
isn’t without its drawbacks though — you soon 
become jaded. As time goes by, it takes 
something really special to make you sit up and 
take notice. Flashback does just that. 

In many ways, it’s not your run-of-the-mill 
computer game, but an interactive film. Like 
Another World , it uses cartoon-style graphics 
and animation to illustrate certain movements 
and occurrences. But that’s where the similarities 
end. Flashbacks plot is unusual in the way that 
it’s actually relevant to the game, as opposed to 
a few cursory lines in the manual by way of an 
introduction. As the game progresses, the story 
line continues and becomes more complete. 

Animated magic 

The first thing you notice, though, are the 
graphics. While the animated scene-setting 
sections aren’t quite as good (or as fluent) as 


Another Worlds , they’re still impressive. But it’s 
the in-game graphics that really shine. Using a 
technique known as Rotoscaping, the 
movement of the game’s sprites is as realistic as 
you’ll find in any computer 
game. Like Prince Of 
Persia, your sprite is 
capable of clambering and 
leaping over platforms and 
scenery, and generally moving in 
an authentic fashion. Initially, it’s 
a little confusing — judging 
where and how to roll or jump is 
hampered by the fact Conrad’s 
animation slows the response 
slightly. This is by no means a 
bad thing though: if anything, it 
adds to the realism. 

However, playing the game isn’t a 
simple case of exploring the numerous 
screens and levels, as a lot of the action 
involves combat and the solving of puzzles. 
Conrad has a fair amount of adversaries to 
either avoid or destroy; from mutants to 
Terminator 2-style terrors, there’s enough to 
keep you on your toes. A quick stab of the 
space bar draws a suitably powerful firearm, 
and while this is in use Conrad is unable to 
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sounatracK, ueipnine cnose to nave pieces 
of music played at key points — triggered b 
walking at a certain point on a screen. This 
can be quite handy at times, as more often 


^ ^ away too much. 

As I mentioned earlier, it takes a 
lot to impress me these days — and 
Flashback has. The use of passwords and 
‘save’ points (storing your position and status 
in memory) alleviates frustration no end, and 
the variety and originality of the design 
(especially in the second level) is a welcome 


Talk among yourselves — i may 
be some time.’ 


a TIP TIME! Read the next issue of 
fv\ AMIGA FORCE for the best 

Flashback tips (ie not codes for the 
French version that some other mags 
printed!). 


■ Below: Conrad climbing 
although sadly you can't 
see that triff animation... 


It’s not often that I’m willing to sacrifice a 
good night’s sleep for a computer game, but 
Flashback is just so captivating, you’ll be 
unable to resist playing way into the early 
hours. Obviously, the first thing to grab your 
attention are the exquisite graphics. 
Beautiful, meticulous backgrounds and fan¬ 
tastically animated sprites blend smoothly 
together into an astonishing masterpiece. 
Each level has its own unique look and 
atmospheric feel, from the tranquil setting of 
a forest to the unnerving depths of an alien 
encampment. Around every comer there’s a 
danger to encounter arid a puzzle to pit 
your wits against, and it's this adrenaline 
charging twist that urges you onward. 
Delphine stunned the industry with the fault 
less graphical images m Another World and 
yet again they’ve triumphed with a title that 
makes them the company to look out for. 
The attention to detail makes you appreci¬ 
ate the extensive amount of work that went 
into the design. Flashback exudes quality to 
the highest extreme, and is one of the finest 
creations ever to grace the Amiga. If you’re 
looking for a piece of software to |mMK 
show off your machine, this is the ITi ' j ^ T A 
one. 


■ A 

caption? 
To be 
written by 
me? Oh 
joy of joys! 
What can I 
write, I 
wonder...? 


FLASHBACK 
US GOLD/DILPHINE 
£29.99 
1 PLAYER 

ARCADE ADVENTURE 


■ This is simply 
one of the best 
Amiga games — 
ever. 
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A s the canned applause gradually faded, 
the overhead spotlight followed a balding 
comedian as he skipped his way to the 
front of the stage. Raising his hands to shoulder 
height, his outstretched palms became an 
unspoken instruction — as if by command the 
audience became silent. 

One catch phrase and amusing anecdote 
later, it was time for Britain’s favourite quiz to 
begin. Turning to the first contestant, the host 
asked, ‘What subject would you like?’ 

‘Can I have “computer games”, Jim?’ he 
asked, followed by gasps from the audience. 

‘Well, erm, it’s not one of our usual subjects, 
but for some reason I see it’s up on the board 
this week/Throw your dart, John.’ 

Whoosh... thud! 

‘And he’s hit the category. Here goes... What 
new Amiga computer game features a large bull 
mooing when you throw some good darts?’ 

‘Erm... well...’ 

Til give you a clue: it’s great fun to play with lots 
of different darting variations like football, cricket 
and snooker.’ 

‘Ah, that’s Bully’s Sporting Darts , Jim!’ 

‘Correct, it’s just been released by Alternative 
Software (plug, plug).’ 

Twenty minutes later... ‘Well now, John and 
Pete,’ gushed Jim, ‘you’ve won through to Bully’s 
prize board. Hit the bull’s-eye and you take home 
Bully’s special prize: a set of quality tungsten 
darts, specially made by our own Tony Green 
and presented in a lovely case. Not only that, but 
you’ll also get a dartboard to chuck ’em at. Now 
take your time...’ 

The audience gasped as the first dart hit the 
bull’s-eye! 

‘Well done!’ enthused Jim. ‘And now I must tell 
those lucky AMIGA FORCE readers out there, 
they can also win this magnificent star prize 
(which money can’t buy — they’re usually only 
given to the TV show contestants) by answering 
a simple question. Ten runners-up will also 
receive copies of Bully’s Sporting Darts. All you 
have to tell us is...’ 


■ Who hosts Central Television’s 
Bullseye ? 

Answers on a postcard to: HIT THE 

BULLSEYE COMP, AMIGA FORCE, Impact 
Magazines, Ludlow, Shropshire SY8 1JW. 

Make sure it hits our office dartboard by 30 
August at the latest. 
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■ VFM 

■ Now this is what puzzle games are all about — 
phenomenally simple gameplay that eats away 
the hours without you noticing. 

The aim of the game is to get the gem pattern 
on the left of the screen to match the one on the 
right. Clicking the pointer on a gem causes it to 
move two steps down the colour ladder (red 
being the highest, yellow the lowest), while 
adjacent gems fall one rung. A gem that falls off 
the scale implodes, causing those above it to fall 
and fill the gap. 

The joystick control’s very irritating (a mouse 
would’ve been far more appropriate) and the 
gratuitous bimbos do nothing to endear the 
game to female Amigaphiles, but apart from that 
it’s a gas. 


■ Respray 


■ Is it just me, or does anyone else think Klax is 
overrated? All that catching tiles on your paddle and 
arranging them in vertical, horizontal or diagonal lines is 
fun at first but quickly gets boring. There’s a few neat 

I Aft/' °kay game, but 

iilfjtr f ) 7 / ( ) not the wor,d_ 

nS* i h i StS made out to be. 


■ Pocket Power ||ggi 

■ £2.99... you can’t even get an 8- 
bit budget offering for that! This 
geriatric former Gremlin outing is 
certainly the cheapest commercial 
puzzler around, and a groovy game 

to boot. mmOm 

You have to guide a laser beam into the 
exit port by rotating a series of mirrors. 

There are all sorts of devices to help and 
hinder you: teleports carry your beam from A 
to B, spheres explode on contact, coloured 
blocks send it careering wildly across the 
screen, mines absorb its power making it 
overheat, and there’s a huge wall that blocks 
the exit until you’ve blitzed all the spheres! 

There’s a lot of trial and error involved at 
first, but as you progress lots of forward 
planning’s required. Its only real drawback 
is the lack of a password i ^ 77 ? 3 

system — an insane, 

ridiculous omission which AAA/") 

destroys long-term lastability 3 ( yj 

and certainly costs the game J J / j 
an AF RAVE. 


■ Gremlin 

w The stunning sequel to Deflektor, it hasn’t the 
endearing simplicity of its illustrious forefather, but 
does have a groovy ‘passcode’ system. At the start 
of the game, you enter your name. The program 
then remembers which level you got to last time 
around and allows you to start at any stage up to and 
including that one. 

The mouse control is a bit of a dog at 
first, but soon gets as instinctive as 
Deflektofs joystick juggling. So is it any ( \ \ ( \ !■ 
better? Well yes... and no... erm, oh I Mfim 
don’t know — I suppose it depends ^ ^ ® 

what you like. 




lurrve 'em? At 
their best they're 


and stupendously 
challenging, at worst 
irritatingly frustrating 
and downright 
depressing. If you're a 
fan of the genre, check 
out our ace roundup — 


separate the pristine 
puzzlers from the 
putrid pus. If 
you're unsure, 
try the PD 
variants 
for six.. 
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music, but at this price you can 
buy two LPs and three far 
superior PD games — save 
your money. 


£ 




MIND GAMES 


■ A great compilation featuring no less than 21 puzzlers, 
Mind Games is a PD bargain. There’s a couple of maze- 
based outings, a dodgy Pipe Mania clone, computerised 
versions of Mastermind, Draughts, Hang-Man and Othello, 
and even a simple roleplaying game! 

Far and away the best game on offer is Interferon, a close 
conversion of Nintendo’s Tetris- inspired Dr Mario. It’s great 
i and was featured on a Dataclan disk, the highest 
achievement any PD game can aspire to. 

Many of the games on offer 
are technically crude (but still 
fun), and A600 owners will find 
a few of them unplayable 
because they use 
the numeric 
keypad too. At PD 
prices, though, it’s 
a barg! 

[ZYCONIX 

■ Accolade 

■ This, on the other hand, is shocking. 

Imagine playing Klaxon the Tetris game- 
screen — that’s Zyconix in a nutshell. Move 
the cursor over a coloured block, move it right 
or left and let it drop. Lines of four similarly- 
coloured tiles score and disappear, the 
effects of gravity causing pieces above to fall. 

Despite pinching its theme from two classic 
games, Zyconix isn’t as addictive as either. 

Why it’s a full-pricer is beyond me. Its only 
outstanding feature is the 


BILL'S 

TOMATO 

GAME 


■ Psygnosis 

■ Why include Bill’s Tomato Game and not 
Lemmings ? Well, after much deliberation and 
a frank exchange of views (and a few 
punches) we decided that the save-’em-ups 

( Lemmings , Troddlers, etc) were a category 
in themselves, whereas the direct control 
over the game environment offered by Bill’s 
made it more of a traditional puzzler. 

The aim of the game is to bounce Terry 
Tomato (!) from one end of the screen to the 
other. All he can do is bounce straight up, so 
it’s up to you to guide him to the exit using 
fans, trampolines, jack-in-the-boxes and 
blocking blocks. These can be placed 
anywhere on the screen — when you’re 
happy, hit the ‘jump’ icon and go for it, 
kumquat may! 

The tedious mucking about with equipment 
is frustrating rather than challenging, and 
some of it resets if you fail — 
you have to lay out half the 
screen again even if you only 
wanted to adjust one icon. 

1 Avoid. 
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BOMBUZAL 


■ Grandslam 

■ A cutesy main sprite and simple gameplay — what more could 
you ask from a puzzler? Guide our blue buddy over a series of 
tiled boards, detonating the bombs without blowing yourself to bits 
in the process. They never blow while you stand on ’em, but you 
can only get one square before it goes, taking its floor tile with it. 
Detonating dynamite also causes a chain reaction, setting off 
bombs on adjacent squares. As the game progresses new 
features are introduced, such as disintegrating tiles 
and extra-large bombs. 

Bombuzal is a peach of a game. The levels are so 
deceptively simple that every time you die you have 
to have another go — it’s got a password system too 
(hurrah). Originally released by Mirrorsoft, it’s now 
available on the Grandslam Collection compilation. 
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LOCOMOTION 

■ DMI 

■ Remember Captain Zepp, Super Space Detective ? 
A great sci-fi whodunnit show, the eponymous hero 
always finished with, ‘You could’ve got away with it, 
but you made three stupid mistakes’, leaving the 
studio audience to suss out the villain after the 
commercial break. Locomotion is just like that. 

The mistakes? 

1. It’s far too expensive as a full-pricer. 

2. An irritating playability bug allows a train to leave 
the station just as the one you’re guiding is entering, 
causing an inevitable collision. 

3. The background graphics sometimes 
obscure the station indicator, making it 
difficult to tell where it’s going. 

A fun game, but not a blockbuster. 


THE 

POWER 

■ VFM 

■ The things some people do for their sweethearts... Max, 
an ugly little blob, spends all his time running round large 
mazes collecting hearts before returning to his intended. 
There’s nothing out there after him, but because he can 
only run in a straight line and can’t stop until he hits a wall 
or obstacle, plenty of forward planning is involved. Only by 
safely delivering them all can he move on to the next level. 

The Power has a potentially excellent soundtrack in the 
Snap! song of the same name, but the 
sampling is below par. Not so the game — at 
50 levels it’s only average-sized for a puzzler, 
but a password system and level editor add to 
the long-term appeal. A worthy release on 
budget. 


m 


ATOMINO 

■ Psygnosis 

■ Can covalent bonding be fun? We say 

‘YES!’. 

Atomino is like a computerised 
chemistry lesson. Build a series of 
molecules from various atoms, 
each of which has one to four 
electrons whizzing round it. If two 
adjacent atoms both have 
electrons spare, they will join — to 
complete each level you must 
complete one or more molecules, 
with added hazards such as ready- 
placed atoms, immobile blocks and 
set shapes that must be filled on 
later levels. 

It all sounds boring and tedious, but it 
isn’t. Like all good puzzlers 
it’s polished, accessible and 
fun to play, our only real 
criticism being that it’s far 
too easy. 




TETRIS CLONES 

■ PD 

^ Ah, Tetris... mind-bogglingly simple yet fiendishly addictive, the game that’s 
been released umpteen times on most computer formats and even spawned a 
coin-op with cash prizes! 

The aim of the game is simple. You control a series of falling shapes that can 
be rotated clockwise and anti-clockwise or dropped into place. When you 
complete a horizontal line it disappears giving points, but those resting on it 
don’t fall. If the pile reaches the top of the screen it’s ‘game over’. 

The best Amiga versions are both Public Domain, namely Super Twintris and 
Tetren. The former is a version of the traditional game with the added bonus of a 
two-player mode, the latter tweaks the original by starting each level with blocks 
already in place — clear a set number of lines to advance to the next. Both 
widdle all over the official conversions, and they’re free to boot! 


E-MOTION 

■ US Gold 

■ Well, is it or isn’t it? A puzzler, I mean? It 
has all the usual problem-solving elements, 
such as the single-screen levels, clear-it- 
away gameplay (match similarly coloured 
balls to make them disappear), and on-screen 
obstacles to make your task trickier but the 
main sprite is controlled using an 
Asteroidse sque rotate-and-thrust method! It’s 
certainly more arcadey than the average 
puzzler, but the tricky level designs and the 
Snooker-meets- Thrust gameplay make for a 
fairly cerebral outing. Watch out for the elastic 
connecting certain pairs of spheres too — it 
can help or hinder, the choice is yours. 

If E-Motion has a problem, it’s that it’s too 
bloomin’ hard. The balls explode (as is their 
want) far too quickly, leaving you little time to 
get to grips with the game. A 
gentler difficulty curve would’ve 
made it a classic, but it’s still a 
highly original and playable 
offering. 
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DIZZY PANIC 


■ CodeMasters 

■ ...Or should that read Panic Dizzy ? The 
title screen and packaging plump for the 
latter, but the disk label and menu option 
say otherwise. Either way, it’s a real 
challenge — how long can you play before 
falling soundly asleep? 

Move the holed grid left and right, 
allowing the shapes to fall through as they 
slide down the tubes. It’s as basic and 
boring as that. As the game progresses, an 
ever-expanding collection of shapes fail to 
raise the interest rate. It’s got y 

nothing to do with Dizzy either. 

On the 8-bit versions he sat in # * w* 
the middle of the screen and 
did nothing, in the Amiga game 
he doesn’t appear at all! What 
a rip-off. 


STACK UP 


■ Zeppelin 

■ Hmmm... it has all the makings of a groovy puzzler, but 
when the chips are down it doesn’t quite cut it. Owing 
more than a passing nod to Tetris, Stack Up has you 
controlling a falling line of three images which you can 
move to the left and right or alter the order in which they 
are arranged. When they reach the bottom of the screen 
each icon falls independently of the others — if the middle 
one hits a high point, the other two keep falling. 

So what went wrong? Well, the playing area’s too small, 
giving the game a claustrophobic feel. r 


Thankfully it clears after every round, but I 
can’t help feeling Stack Up isn’t as good as it 
should’ve been. 


PUZZNIC 


■ Hit Squad 

■ Whoopee, this is what puzzle games are all about! 
Puzznic is one of the most addictive games ever to hit the 
genre. 

Each level takes place on a single screen. The idea is to 
push around those little tiles, matching like with like and 
making them disappear. You can only push them right and 
left, and if there’s nothing to support them they fall. 

It’s funny how the simplest ideas often make the best 
games. You’re invariably kicking yourself when you match 
a couple of tiles only to find you’ve made the level 
insoluble, either through leaving only one of a certain piece 
or making it impossible for a couple to be matched. In an 
effort to stop the game getting linear they’ve introduced a 
system where you get two choices of screen group to 
attempt next, but personally I’d rather have a password 
system. 

Also worth a mention is PD ‘tribute’ Zeus , an incredibly 
close copy that does have a password 
system, but suffers from awkward mouse 
control. Its 40 levels won’t tax you for long, 
but at PD prices it’s well worth the dosh. Buy 
both. 
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WELLTRIX 

■ PD 

■ Welltris, three-dimensional follow-up to 
Tetris was a fair blast in its own right, but 
lacked the compelling simplicity of its illustrious 
predecessor. It’s incredibly hard to find 
nowadays, and has been rendered all-but- 
obsolete by Welltrix, a near-identical PD clone. 

Welltrix has you guiding shapes as they fall, 
hoping to make complete lines. Unlike Tetris 
you have four faces to contend with, the 
pieces moving across any of the well’s walls 
until they land at the bottom. 

It’s nowhere near as much 
fun as Tetris, but at PD prices 

i+’o \A/rkrth a 


LOOPZ 

■ Audiogenic 

■ Now this one really eats the 
hours — you load it up for a quick 
game, and before you know it it’s 
Tuesday! 

Again played on a square grid, 
you must use the pieces (of 
various shapes and sizes) to form 
loops, hence the title. The bits can be 
rotated to suit your position, and there’s a 
time limit for each. Fail to place the piece in 
time and you lose a life. Needless to say, the 
bigger the loop the higher the score, but 
watch out — try something too ambitious 
and you’re left with a lot of useless pieces 
getting in the way. 

So why is it so addictive? Erm... dunno, 
but it is! The only real fault with Loopz is its 
lack of focus. Differing levels (which you 
choose before starting) only affect the time 
limit, and you carry on playing until you’re 
lives are gone, it’s as simple as 
that. A few Atominostyle 
levels with ready-placed 
pieces to clear and set shapes 
to fill wouldn’t go amiss, but it’s 
still a killer. 
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sit through the intro sequence 
EVERY time I load it, but in 
gameplay terms it’s ace. 


Whew, 
spooky or 
? what? We don't 
claim to have every 
puzzler here (you 
could till the entire 
mag with PD puzzle 
games), but there 
should be enough 


here to keep you 
scratching your 
head until 
you reach 


PIPE MANIA 


PIPE 

MANIA 


c 
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■ Touchdown 

■ Another tile-todger, this one has you building a pipeline 
ready to take the yellow ooze to, erm, nowhere in particular. 
You can place your piece anywhere on the grid (even on 
another tile), but don’t just scatter them — 
points are deducted for tiles that don’t carry 
ooze. Guide the grunge both ways through a 
cross-shaped section for a bonus. 

If this sounds incredibly simple, that’s 
because it is. On later levels there are 
‘damaged’ squares on which you can’t build 
and ‘holes’ in the wall to build through, but the 
gameplay remains the same throughout. 

Because you don’t choose which tile to play 
next, much of the game is just trial and error, 
with very little forward planning involved. Not 
a classic as many would claim, but not a bad 
game either. 

Like many puzzlers, Pipe Mania has 
spawned a few PD clones. Willie’s Water Works 
is a Licenceware version, featuring almost 
identical gameplay and excellent presentation. 

Personally I think I’d go for the official release 
as a budget outing, but the choice is yours. 
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DRAGON CAVE 

■ PD 


m 

mm 


’Ere, these PD puzzlers are blimmin’ good, aren’t they? Dragon 
Cave is a mega-marvellous maze-based monster maul (moron — Ed), 
and for once it actually has a plot! 

Smaug the dragon has a problem. He needs (for 
reasons unspecified) to push his treasure chests 
into certain places within his caverns. Trouble is 
he’s too big to wend his weary way through the 
maze of corridors that is his domain — why he’s 
hiding his treasure in places he can’t even get into 
isn’t specified, but muggins (that’s you) has 
volunteered to help. 

Set over umpteen single-screen levels, you must 
push the chests into the positions indicated. You 
can’t push more than one chest or pull them at all, 
so it’s very easy to slam one into a corner, making 
it irretrievable. Luckily there’s an ‘undo’ option for 
just this situation. 

You get a choice of 2-D or 3-D perspectives — 
the latter looks far better but is all-but-useless 
when playing the game. There’s a level editor too, 
so in the unlikely event of you completing the 
game’s many levels, you can swap a few with your 
friends. There are no passwords, but you can pick 
your starting level. 


■ It’s a bit of Solomon’s Key, it’s a bit of 
Troddlers, it’s... another peachy PD puzzler! 

Another multilevel-with-passwords 
extravaganza, you (the red-cloaked wizard) 
must guide the old crone (in purple) to the 
exit door. You can jump the height of one 
block, but she can’t — don’t let her fall below 
the height of the door or it’s curtains for one 
of your three lives. 

The key to Wizzy’s Quest lies in skilful use 
of ol’ Wizzy’s favourite party trick, creating 
stone blocks above, below or beside him. 
With these he can access higher platforms, 
guide the crone towards the door, block 
roving baddies, etc. You get an unlimited 
supply, and you can destroy them as easy as 
create them. 
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The heart of a game like Dragon Cave is its 
layout, and this one certainly isn’t found 
lacking. An absolute rip-snorter and a bargain 
at PD prices — buy it! 
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NEW LOW PRICES! 

FROM SILICA SYSTEMS 
THE UK’s Nol AMIGA SPECIALISTS 


SOFTWARE PACK-FROM SILICA 

ZOOL is the software pack of the year. It includes: 

Zool, Transwrite, Pinball Dreams and Striker - Value £127.92. 

All Amigas from Silica (excluding A600 Standalone and Amiga 4000) 
include a FREE ZOOL pack as well as GFA Basic and Photon Paint II. 



ZOOL . 

Platform Title of the year - 97% Amiga Comp - Nov ’92 

£25.99 

TRANSWRITE . 

Word Processor and Spell Checker 

£49.95 

PINBALL DREAMS . 

Pinball Simulation - 94% AUI - Sept ’92 

£25.99 

STRIKER . 

Soccer Simulation - 94% CU Amiga - June ’92 

£25.99 


ZOOL PACK: £127.92 

GFA BASIC v3.5 . £50.00 

Powerful Basic Programming Language 

PHOTON PAINT II . £89.95 

Powerful Graphics Painting Package 


TOTAL VALUE: £267.87 



PLUS! 


AMIGA 500w 

CARTOON CLASSICS 



1 YEAR RETURN TO SILICA WARRANTY 

PACK INCLUDES: 

• 1Mb AMIGA 500 plus . £299.99 

• BUILT-IN 1Mb DRIVE . 

• A520 TV MODULATOR 

• THE SIMPSONS . 

• CAPTAIN PLANET. 

• LEMMINGS. 

• DELUXE PAINT III . 

FREE FROM SILICA (See Top Left) 

TOTAL PACK VALUE: 

LESS PACK SAVING: 

SILICA PRICE: 


1 


Mb 

RAM 


m 

■ RAM 


srp 

£199 

INC VAT - AMC 0592 


SRP 


INC VAT-AMC 0592 +RAM 0520 


AMIGA 600 

STANDALONE 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


We are pleased to offer the Amiga 600 with 
Photon Paint II, at a new low Silica price of only 
£199, a full £100 saving off the previous SRP. 

PACK INCLUDES: 

• 1Mb AMIGA 600. £199.99 

• BUILT-IN 1Mb DRIVE. 

• BUILT-IN TV MODULATOR- 

PLUS' FREE FROM SILICA: 

• PHOTON PAINT II. £89.95 

TOTAL PACK VALUE: £289.94 
LESS PACK SA VING: £90.94 
SILICA PRICE: £199.00 


1 


Mb 

RAM 


m 

■ RAM 


PREVIOUSLY 

£199 

INC VAT - AMC 0625 


PREVIOUSLY 


INC VAT-AMC 0625 +RAM 0565 


AMIGA 600 

LEMMINGS PACK 



PACK INCLUDES: 

• 1Mb AMIGA 600. £199.99 

• BUILT-IN 1 Mb DRIVE 

• BUILT-IN TV MODULATOR.. 

• DELUXE PAINT III. £79.99 

• LEMMINGS. £25 99 

FREE FROM SILICA (See Top Left) £267.87 

TOTAL PACK VALUE: £573.84 
LESS PACK SAVING: £344.84 
SILICA PRICE: £229.00 


1 


Mb 

RAM 


Mb 

■ RAM 


PREVIOUSLY 


INC VAT - AMC 0666 


INC VAT-AMC 0666 +RAM 0565 


AMIGA 600 

WILD, WEIRD & WICKED 



1 YEAR ON SITE/AT HOME WARRANTY 1 

ON ALL CONFIGURATIONS 


PACK INCLUDES: 

• 1 mi- AMIGA 600,. £ 

• BUILT-IN Iw DRIVE & TV MODULATOR 

• DELUXE PAINT III. 

• MICROPROSE GRAND PRIX 

• SILLY PUTTY . 

• PUSHOVER . 

FREE FROM SILICA (See Top Left) 

TOTAL PACK VALUE: £ 
LESS PACK SAVING: j 
SILICA PRICE: £ 


1 


Mb 

RAM 



PREVIOUSLY 


INC VAT - AMC 0649 


INC VAT - AMC 0649 + RAM 0565, 


AMIGA 600hd 

EPIC + HARD DRIVE 



1 YEAR ON SITE/AT HOME WARRANTY 

ON All CONFIGURATIONS 


PACK INCLUDES: 

• 1Mb AMIGA 600 . £199.99 

• BUILT-IN life DRIVE & TV MODULATOR 

• 20Mb HARO DISK . £149.00 

• EPIC-A SCI-FI ADVENTURE . £29.99 

• ROME-ROLE PLAYING ADVENTURE £25.99 

• MYTH - STOP THE SPREAD OF EVIL . £19.99 

• TRIVIAL PURSUIT - POPULAR QUIZ .. £29.99 
FREE FROM SILICA (See Top Left) .... £267.87 

TOTAL PACK VALUE: £722.82 
LESS PACK SAVING: £423.82 
SILICA PRICE: £299.00 


Irak 

20^ 


1 Mb 

RAM 

40 


PREVIOUSLY 

£299 

INC VAT - AMC 0799 


PREVIOUSLY S4SSC 

£349 

INC VAT - AMC 0899 , 


AMIGA 1200 

COMIC RELIEF 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS j 


► 68020ec Processor 

► 14.19MHz Clock Speed 

► 32-bit Architecture 

► 2Mb Chip RAM 

► Amiga DOS v3.0 

► AA Chip Set for Enhanced Graphics 

► 16.8 Million Colours 

► 256,000 Colours on Screen 

► Built-in TV Modulator 

► 1 x 32-Bit CPU/RAM Expansion Slot 

► PCMCIA Smart Card Slot takes 
512K, 1Mb or 4Mb PC Cards 

► 96 Key keyboard with Integral 

Numeric Keypad PTSfJIk 

t 2v>" Internal IDE Hard Drive |Ui|Mfl 
Options - see column on right 

► 1 Year On-site Warranty jJHD 

► FREE GIFTS FROM SILICA <s«eTo P Lem 


I Mb 
■ RAM 


rrp£=«£ ' 

£399 

INC VAT-AMC 1212 , 


AMIGA 1200 

COMIC RELIEF 

+ HARD DISK 


AMIGA 1500 

HOME ACCOUNTS 


AMIGA 4000 

SPECIFICATIONS 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


Silica are pleased to offer the 
Amiga 1200 Comic Relief Pack 
with your choice of hard disks 
(85Mb, 127Mb or 209Mb). These 
are legal upgrades approved by 
Commodore. Both the A1200 
and Hard Disk are fully covered 
by Commodore’s official 1 year 
on-site warranty with WANG. 
Look out for the special sticker 
to ensure that the upgraded 
A1200 you buy is an §mmm 
official version, which 
includes Commodore’s 
full approval and 1 year PAwh 
on-site warranty. iUuBiM# 


2 Mb RAM 

85Mb n 


2 ram 85 hd £599 * 


2ram 127hd £699 


2ffiw 209 h D £849: 



AMIGA 4000 

CONFIGURATIONS 

I Check out our new Amiga 
4000 configurations below 
Silica offer the best value 
for money, with 6Mb of RAM 
included in most models. 
PLUS! FREE FROM SILICA 
• Amiga Vision, Photon Paint II & GFA Basic 


25mhz 68030ec 


4 ram 80 L rOQQ 

PRICE INC VAT - AMB 6080 

6b»» 120s. £1099ajs 


FULLY 

EXPANDABLE 


1 YEAR RETURN TO SILICA WARRANTY 
PACK INCLUDES: 

• 1m> AMIGA 1500 . £699.99 

• 2 X 3Sf BUILT-IN Iw, FLOPPY DRIVES .. 

• EXPANSION SLOTS . 

• PC COMPATIBILITY. 

• VIDEO SLOT. 

For enhanced graphics 

• PC-XT BRIDGEBOARD SUPPLIED .. £100.00 

• PLATINUM WORKS SOFTWARE .... £169.95 

Word processor, database spreadsheet 

• PUZZNIC . £24.99 

• TOKI . £24.99 

• ELF . £24.99 

• HOME ACCOUNTS . £29.99 

• DELUXE PAINT III . £79.99 

• AMIGA VISION . £111.63 

FREE FROM SILICA (See Top Lett) . £267.87 

TOTAL PACK VALUE: £1534.39 
LESS PACK SAVING £1135.39 


1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


6b‘«m 214?i £1199:5 


6s>m~ 2451, £1299:5 

6&m 340 : L £1399.: 


6s, 540 L £1699.;: 


25MHz 68040 


6s» 801 CIQQQ 

PRICE INC VAT - AMB 6080 4m I 



SILICA PRICE: £399.0 



rrp 

£399 

INC VAT-AMB 1525 


,00 A1200 A4000-030 M00M4O 

The A4000 runs at up to 21 times the 
speed of the A600 

GRAPHICS : f**»'**i 

• 16.7 MILLION COLOURS 

• RESOLUTIONS UP TO 
1280x512 and 800x600 

OPEN ARCHITECTURE: 

The A4000 has been designed for maximum 
flexibility providing plenty of room for 
memory & peripheral expansion. 

• 4x16/32-BIT Z0RR0 III SLOTS 

• 3xPC-AT SLOTS 

• 1x24-bit VIDEO SLOT 

POWER : Mil 

• 1.76md W FLOPPY DRIVE IMiiUl 


6&m 1201 £2099.:; 


6b» 2141 £2199;, 


6s, 2451 £2299 ;, 


6s, 340; £2399.: 


Gram 540L£2699a 


RAM UPGRADES 

FOR THE AMIGA 4000 

4Mb to 6Mb: 2 x I Mb @ £35 per Mb = £70 
6Mb to 10Mb: I x 4Mb® £30 per Mb = £120 
10Mb to 14Mb: 1 x 4Mb @ £30 per Mb = £120 
14Mb to 18Mb: I x 4Mb @ £30 per Mb = £120 

ALL PRICES INCLUDE VAT 


ADD-ON 

FOR A500 or A500plus 



• Enables your Amiga 500 to run CDTV software 

• Plays normal audio CD discs 

• Storage capacity equal to 600 floppy disks 

• Transfer time 153Kb/second 

• Compatible with CD + G and CD + MIDI formats 

• Compatible with ISO9660 standard 

• Some old A500s need modification 


HALF 

PRICE 


RRP 

£149 

INC VAT - CCD 0570 


COMMODORE 

APPROVED 

Silica Systems have been a fully 
authorised Amiga dealer ever since 
the product range was launched. As 
part of our service, we can upgrade 
Amiga 600 or 1200’s with hard 
drives, for new or existing owners. In 
both cases, Commodore’s official on 
site warranty is unaffected. Silica 
offer other upgrades too and provide 
a comprehensive repair service for 
A500 and A500plus computers. 

UPGRADES & REPAIRS 

• Latest test equipment 

• 20 trained technicians 

• 1,OOOs of parts in stock 

• FAST, 48 hour service 

• We can collect (£5+vat) 

• FREE return courier 

• All work guaranteed 

CALL FOR A PRICE LIST 

and details of all upgrades available 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


SILICA SYSTEMS - THE AMIGA SPECIALISTS 


Before you decide when to buy your new Amiga computer, we 
suggest you think very carefully about WHERE you buy it. Consider 
what it will be like a few months after buying your Amiga, when you 
may require additional peripherals or software, or help and advice 
with your new purchase. And. will the company you buy from contact 
you with details of new products'’ At Silica Systems, we ensure that 
you will have nothing to worry about. We have been established for 
almost 14 years, we are Amiga specialists and are a Commodore 
approved dealer. With our unrivalled experience and expertise, we 
can now claim to meet our customers' requirements with an 
understanding which is second to none. But don’t just take our word 
for it. Complete and return the coupon now for our latest FREE 
literature and begin to experience the “Silica Systems Service”. 

• COMMODORE APPROVED UPGRADES: 

Official Hard Drive upgrades with WANG on-site warranty. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of Amiga technical experts will be at your service 

• PRICE MATCH: 

We match competitors on a “Same product - Same price" basis. 

• ESTABLISHED 14 YEARS: 

We have a proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): 

We are solid, reliable and profitable. 


BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0888. 
SHOWROOMS: 

We have demonstration and training facilities at all our stores. 
THE FULL STOCK RANGE: 

All of your Amiga requirements are available from one supplier. 
FREE CATALOGUES: 

Will be mailed to you, with special reduced price Amiga otters, 
as well as details on all Amiga software and peripherals. 
PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms (APR 29.8% - written quotes on request). 


SILICA 
SYSTEMS 


S 



MAIL ORDER: 

Order Lines Open Mon- 


1-4 The Mews, Hatherley Rd, Sidcup. Kent, DAI4 4DX 

■Sat 9.00am-6.00pm_No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: Mon- 


Selfridges (Basement Arena) Oxford Street, London, W1A 1AB 

■Sat 9.30am-7.00pm_Late Night Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: Mon-Sat 9.00am-5.30pm 


1-4 The Mews. Hatherley Rd. Sidcup. Kent, DA14 4DX 

i-5.30pm Late Night Fnday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


ESSEX SHOP: 

Opening Hours: Mon- 


Keddies (2nd Floor). High Street, Southend-on-Sea, Essex, SSI 1LA 

•Fn 10 00am-5.30pm (Sat 9 00am-6.00pm) Late Night Thursday - 7pm 


Tel: 0702 468039 

Fax No: 0702 468039 


To: Silica Systems, AMFRC-0793-104, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 

Address:. 


>n 


. Postcode: . 

Tel (Home): . Tel (Work): . 

Which computer(s), if any, do you own?. . 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 


. 104E 
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Once 
more the 
AF crew polish ^ 
their crystal balls 
and gaze deep 
into the 

wonderful world 
of Amiga 
games to 
come. 


■ Ocean 

T rust Ocean to pick up a big- 

budget film licence... Jurassic Park 
is (according to Ocean) the most eagerly 
awaited movie of 1993, and as it’s directed by 
Steven Spielberg it’s sure to be a hit. 

In programming the game, Ocean have 
been allowed, unrestricted access to the film’s 
special effects, stills, storyboard and script so 
it should follow the plot very closely. Set in 
the near-future, scientists have decoded the 
gene patterns of the dinosaurs and (from 
fragments of organic tissue, preserved for 
countless millennia) recreated the terrible 
lizards that once ruled the earth. Little did 
they realise the dinosaurs were so agile and 
intelligent — like Dr Frankenstein, in trying to 
play God they had created their nemesis... 

Jurassic Park , the computer game, is 
coming to an Amiga near you... soon! 


omm 


ij^agca 


Millennium 

o, that’s not a typing 
error in the title — it 
really does say ‘fi5h’! If it’s 
meant to be a joke I don’t 
get it, but it can’t be any 
worse than ‘Bubble 07 — 
licenced [sic] to gill’. 

Pond’s arch enemy Dr 
Maybe is back, and this time he’s pinched a 
space shuttle. Initial reports suggest he intends 
to mine the moon’s cheese with it, but contact 
with FI5H agents was lost and their spacecraft 
disappeared from radar screens. Only one 
thing for it — send for Mr Pond! 

A huge run-and-jump platformer (queiie 
surprise), the third Pond outing features over 
100 enormous sections, extensive use of 
parallax scrolling and up to twice 

ffl 


‘superSonic’ speed — no 
prizes for guessing which game 
they’re lampooning there. Just 
to keep up with the 
aforementioned blue irritation, 
Pond 3 also has a two-player 
mode where ol’ Jamie is helped out by his 
amphibian friend Finnius 
Frog. 

To cap it all, specific 
A1200 and CD-ROM 
versions are planned too. 

Flea-riddled hedgehogs 
and fat Italian plumbers... 
who needs ’em? 


■ Alternative Software 

L isten very carefully, I vill say zis only vonce. 
Michelle of ze Resistance ’ere... I ’ave strict 

instructions 
from Rene, 
ze bravest 
cafe owner in 
all of France. 
Ve must take 
the Vallen 
Madonna 
Vith Ze Big 
Boobies, 
replace it vith 
ze vorgery, 
and escape. 

Trouble is, ze painting is in Lt Gruber’s safe! 

Ve vill make our move on ze day of ze fair at 
Nouvion, where I vill drug ze vine zat Gruber 
and ze German officers vill drink, while Rene 
moves around ze town via ze sewers. ’Ee 
zinks ’e can jump onto moving trains and seek 
out ’idden dynamite in ze voods too — ’e’ll get 
’izelf killed trying to play ze big ’ero. Zen ’e still 
’as to break into ze chateau and steal ze 
painting. 

Vot’s more, Alternative Softvare are making 
a computer game based on our mission, so 
you can try your ’and at eet too. From vot 
ve’ve seen already, it looks like un petit 
cracker of an arcade adventure, featuring five 
exciteeng levels. It vill be released in July, 
costing a mere £16.99 (twice as much as 
Yvette). 
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Electronic Arts 


T oo big, too rich and too powerful... 

by 1993 multinational corporations 
already had higher incomes than many 
small countries, and their position in the 
global economy allowed them to topple 
governments that didn’t toe the line — 
even in the so-called democracies it 
was business, not government that 
called the shots. 

If things were bad then, though, 
they’re infinitely worse now. Since the 
invention of the CHIP, a revolutionary 
device that altered a person’s 
perception of the outside world, 
numbing the masses to the poverty and 
squalor forced on them by cost-cutting, 
low-paying corporations. When inserted 
into the head, the CHIP allowed a 
person to create an environment of 
their choosing, eg a person living in a 
dilapidated basement flat under a 
Chinese takeaway could buy a mansion 
CHIP, turning their hovel into a palace. 
‘Why change your environment when 
you can change your mind?’ ran the 
company slogan. 

Like any new and potent drug, control 


of the CHIP meant control of the 
people. Soon the corporations were at 
war with each other, fighting to 
monopolise CHIP manufacture, 
toppling nations and governments in 
the process. Where there’s money, 
there’s malevolence — soon large 
crime syndicates got in on the act, 
infiltrating boardrooms and dominating 
the global 


economy. The 
age of the 
Syndicate was 
born! 

Syndicate 
has you 
playing a 
young 
executive in 
one such 
Syndicate. 

From your 
airship high above the city, you observe 
and control custom-built cyborgs as 
they hunt down rivals and conquer 
territories. It’s programmed by Bullfrog 
(of Populous and Powermonger fame) 
so it should be well worth waiting for. 

It’ll cost £34.99 and hit the shops in 
June — as always, watch out for the full 
review in AMIGA FORCE! 
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his one could capture the ‘longest 
title’ award (Ivan ‘Iron Man’ Stewart’s 
Super Off-Road Racer was disqualified 
for having a much more manageable 
abbreviation). 

Enough small talk, let’s get on with 
the game. Pierre is an eccentric yet 
virtuoso cook, renowned as much for 
his over-the-top personality as his 
culinary masterpieces. As is his want, 
he cooks exclusively with hard-to-get 
ingredients which he must chase 
across the kitchen and capture in his 
cage. Watch out for the insects and 
diseases that eat/infect his nosh too. 


r [ 

JJ. 

Like most computer heroes Pierre 
has an enemy, the evil Le Chef 
Noir, a clueless cook who’s jealous 
of Pierre’s international acclaim. 
He’s dreamt up a plan to ruin the 
chef’s reputation by releasing all the 
food from the cage, and only you 
can stop him... 

Pierre Le Chef is ... Out To Lunch 
is a 48-level platformer set in six 
countries, each with its own culinary 
and musical character. Boasting 
secret levels, over 1,000 frames of 
animation and exciting power-ups it 
could prove a real corker. Burger 
Chase for the ’90s? We’ll have 
wait till the autumn to find out! 


BEASTBALL 

■ Millennium 

A nother A1200-developed game, 
there are no plans to convert 
Beastball to the 16-bit machines at 
all. A violent future sport in the Speedball mould, Millennium 
promise a whole series of future-sport sims to follow. 

Beastball is a bloodthirsty battle between teams of 
genetically engineered bipeds (er, where’s the dictionary? 
Bipeds... ‘Any animal with two feet’. Well why didn’t they 
just say so?). Each team is made of one breed of player, 
each with his own special abilities 
and weaponry. The players are 
impervious to pain, which is just 
as well — each match is a no- 
holds-barred battle where injury 
time means just that! 

Beastball will be blasting your 
way in November, so you’ve 
plenty of time to polish those 
knuckle-dusters 
and practise on 
your sister’s teddy 
bear collection. 
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Millennium 

’day there, Bruce! It’s really cool to 
see a hard-surfin’, lager-swillin’- 
convict-clobberin’ game set Down 


Linder. There hasn’t been an Australian outing since the 
Neighbours licence, so this one should... what was that? Oh. 
Apparently, Diggers has chuff-all to do with our barbie-barmy 
buddies, so I’d better scrub that paragraph and start again... 

It’s the 411th day of the year on the planet Zarg (they have 
long years, don’t they?), and the four races of diggers hurry 
towards the Zargon Trading Centre. Tomorrow is the 412th, 
the day of the great dig. Each team awaits the arrival of the 
enigmatic stranger who’ll lead them to victory in the annual 
Zargian mining contest, and one of those strangers is you! 

Success lies in dominating each of 
the 33 mining zones, digging against 
a rival company in each. Great rich¬ 
es lie ahead, but there’s danger in 
them there mines — to rout your 
rivals you must avoid the planet’s 
natural hazards as well as out-min¬ 
ing his dastardly diggers. 

Diggers boasts 30 separate 
zones, each with its own map. The 
diggers themselves are highly intelli¬ 



gent and capable of independent 
actions, but this can be a bane as well 
as a boon — they’re often unruly and dif¬ 
ficult to control. There are four species of 
digger to choose from too, each of which 
has its own abilities and characteristics. 

Diggers hits the A1200 in June ’93, 
with the standard Amiga version to fol¬ 
low in September, so polish those 
spades. 
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UL THE LATEST NEWS AND REVIEWS FOR AMIGA GAM! 


r m ISSUE TWO: Free 

AMIGA FORCE stickers! 
Full-colour maps for Zool 
and Prince Of The 
Yolfolk. Shadow Of The 
Beast III playing guide 
and Kixx roundup! 

V___ 
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■ I S SUE 3 M AR’ 9 3 - Jf-6968 ■ ISSUE 6 JUNE’93 □ 8906 

Name...... 


Address 


Due to popular demand, here is 
the official AMIGA FORCE 
tuckshop, where you can order 
sherbet dips, humbugs... 
whoops, maybe not, but you CAN 
order all those AMIGA FORCE 
back issues that you might have 
missed, including that elusive 
Issue 1. Watch out for more 


special offers next month! 


Postcode 


Signed 


Alternatively, ring your order through on 051 357 1275 (24 hrs a day, 
Access/Visa accepted). All prices include UK postage. For orders over 
£10 please add £5 for Eire/EEC and £10 for overseas (latter 
dispatched by airmail). 




■ ISSUE ONE: Driving roundup, 
Gods poster and maps, 
complete R-type solution, Elf 
maps, CJ In the USA maps, 
Gobliins tips and more! 


■ ISSUE FOUR: 
Every Dizzy 
game reviewed, 
Sensible Soccer 
challenge, 
Sleepwalker 
tips, Trolls 
maps, Gobliins 
2 guide and 
Action Replay 
pokes galore! 


■ ISSUE FIVE: 
Free Battle- 
cards! Maps and 
tips for Chaos 
Engine, Zool, 
Lemmings 2, 
Rick Dangerous 
2 and Sleep¬ 
walker! Arcade 
adventures 
roundup. 


■ ISSUE SIX: 
Free disk labels! 
Special ECTS 
report, Sensible 
World Cup and 
the A1200 guide. 
Superfrog maps, 
tips for Desert 
Strike and 
Arabian Nights. 


ups 


■ ISSUE THREE: 
Free Battlecards! 
Playing guides for 
Streetfighter II, 
Gobliins 2 and 
Rome AD. The 
Top 20 shoot-’em- 
and more! 







































































































RUBY CHARTBUSTERS 


A320 AIRBUS USA.25.55 

A320 AIRBUS APPROACH TRAINER.25.55, 

ATAC .TBA 

AV8B HARRIER ASSAULT.24.95. 

ABANDONED PLACES 2.N/A 

ALIEN 3. TBA 

ALIEN BREED SPECIAL EDITION 92.N/A 

AQUATIC GAMES (JAMES POND).17.95 

ADDAMS FAMILY.17.95 

AIR BUCKS .20.95 

AIR SUPPORT (PSYGNOSIS).17.95 

AMBERMOON.TBA 

ANCIENT ART OF WAR IN THE SKIES.TBA 

APOCALYPSE...TBA 

ARABIAN KNIGHTS.N/A 

ARCHER MACLEANS POOL.17.95 

ARSENAL.17.95 

ASHES OF EMPIRE.N/A 

ASSASSIN.N/A 

B17.22.99 

B C KID.17.95 

BARDS CONSTRUCTION.N/A 

BAT 2.24.95 

BATTLE ISLE.N/A 

BATTLE ISLE DATA DISK.N/A 

BATTLE TOADS.17.95 

BIRDS OF PREY.1 MEG N/A 

BODYBLOWS.N/A 

BUSHBUCK.N/A 

CAESAR.19.95 

CAMPAIGN.24.95 

CAPTIVE 2.N/A 

CASTLES. 19.95 

CASTLES DATA DISK.13.95 

CHAMPIONSHIP MANAGER ‘93.TBA 

CHAOS ENGINE.17.95 

CHUCK ROCK 2 SON OF CHUCK.N/A 

CIVILISATION 1 MEG.23.55 

COMBAT AIR PATROL.19.95 

COOLWORLD.17.99.. 

CREATURES.17.95.. 

CREEPERS.19.95.. 

CRYSTAL KINGDOM DIZZY.14.99.. 

CRUISE FOR A CORPSE.18.95.. 

CYBERSPACE.N/A.. 

D ‘GENERATION.12.95.. 

DARKMERE.N/A.. 

DALEK ATTACK.10.99.. 

DESERT STRIKE.TBA.. 

DARKSEED.TBA.. 

DOMINIUM.N/A.. 

DOODLEBUG.17.95.. 

DUNGEON MASTER + CHAOS.20.95.. 

DUNE 2.N/A.. 

DYNA BLASTER/BOMBERMAN.20.95.. 

DRAGONS LAIR 3.20.95.. 

ELITE 2 (FRONTIER).24.95 .. 

EPIC.1 MEG ....19.95.. 

EXODUS 3010.N/A.. 

EYE OF THE BEHOLDER.N/A.. 

EYE OF THE BEHOLDER 2.1 MEG.N/A.. 

EYE OF THE STORM.19.95.. 

FA PPEM LEAGUE FOOTBALL.TBA.. 

FALCON 3.24.95.. 

FIREFORCE.17.99.. 

FIREHAWK.15.99.. 

FLASHBACK (ANOTHER WORLD 2).TBA . 

FOOTBALL BOSS.16.95.. 

FOOTBALL MANAGER 3.16.95.. 

GLOBAL EFFECT.24.95.. 

GOBLINS.17.95.. 

GOBLINS 2.1 MEG....19.95.. 

GRAHAM TAYLORS FOOTBALL CHALLENGE.17.95.. 

GUNSHIP2000.TBA.. 

GUY SPY.19.95.. 

HAND OF ST JAMES.19.95.. 

HARLEQUIN.N L A . 

HARPOON V 2 WITH BATTLE SET 2.N/A.. 

HARPOON BATLE SET 3.N/A.. 

HARPOON BATTLE SET 4.N/A.. 

HARPOON EDITOR (NOT PLUS).N/A.. 

HEROQUEST 2.17.95.. 

HIRED GUNS.20.95.. 

HISTORYLINE 1914-1918.N/A.. 

HOOK IMG. 17.95.. 

INDIANA JONES FATE OF ATLANTIS ADV.N/A .. 

INTERNATIONAL RUGBY CHALLENGE.N/A . 

INDIANA JONES FATE OF ATLANTIS ARCADE.17.95.. 

INTERNATIONAL SPORTS CHALLENGE.19.95. 

ISHAR2. TBA.. 

JOE MAC CAVEMAN NINJA.N/A.. 

JOHN BARNES FOOTBALL.17.95 .. 

JOHN MADDONS AMERICAN FOOTY.N/A.. 

KGB.N/A.. 

KICK OFF 2 FINAL WHISTLE DATA.N/A .. 

KICK OFF 3 “GOAL" .L . flk .N/A.. 

KNIGHTS OF THE SKY .22.95.. 

KRUSTYS SUPER FUN HOUSE.N/A.. 

LASER SQUAD 2. k .17.95.. 

LEGEND . 20.55. 

LEGEND OF KYRANDIA.N/A.. 

LEGEND OF VALOUR.25.55.. 

LETHALXCESS.17.95.. 

LETHAL WEAPON.17.95.. 

LEMMINGS 2 THE TRIBES.19.95.. 

LION HEART.TBA.. 

LITIL DIVIL.TBA. 

LOST TREASURES OF INFOCOM....N/A.. 

LOTUS TURBO CHALLENGE 2.8.99.. 


AMIGA 

....24.95 

....25.55 

....25.55 

....25.55 

.TBA 

...24.9! 


.24.95 

.TBA 

.9.95 

....17.95 

....17.95 

....20.95 

....17.95 

.TBA 

....22.99 

.TBA 

....17.99 

....17.95 

....17.95 

....25.95 

....17.95 

....22.99 

....17.95 

....20.95 

....24.95 

....20.95 

....13.95 

....17.95 

....22.50 

....17.95 

....19.95 

....19.95 

....24.95 

....19.99 

....19.95 

....13.95 

....17.99 

....17.95 

....17.95 

....23.55 

....19.95 

.17.99 

.17.95 

.19.95 

.14.99 


.24.95 

.20.95 

.17.95 

.20.95 

...TBA 

.20.95 

.20.95 

.24.95 

.19.95 

.19.95 

.20.55 

.22.95 

.19.95 

...TBA 

.24.95 

.17.99 

.15.99 

.19.99 

.16.95 

.16.95 

.19.95 

.17.95 

.19.95 

.17.95 

.23.95 

.19.95 

.19.95 

.17.95 

.22.95 

.11.95 

.11.95 

.13.95 

.17.95 

.20.95 

.24.95 

.17.95 

.24.95 

.17.95 

.17.95 

.19.95 

.TBA 

.17.9! 

.17.9: 


.17.95 

.20.9: 


LOTUS 3 THE ULTIMATE CHALLENGE.17.95.. 

MACDONALDS LAND.17.95.. 

MAUPITI ISLAND.NLA . 

MEGA SPORTS.18.95 .. 

MICROPROSE FORM 1 GRAN PRIX.22.95. 

MICROPROSE GOLF.22.95 

MONKEY ISLAND 1.17.95.. 

MONKEY ISLAND 2 1 MEG.N/A .. 

NICK FALDO’S CHAMP GOLF.N/A. 

NICKY BOOM.17.95.. 

NIGEL MANSELLS WORLD CHAMPIONSHIP.19.95 . 

NIGEL MANSELLS WORLD CHAMPIONSHIP .N/A .. 

NO SECOND PRIZE...NLA 

NODDYS PLAYTIME.17.95 .. 

NOVA 9.1 MEG N/A. 

PAPERBOY 2.N/A .. 

PGA TOUR GOLF + DATA DISK.N/A 

PGA TOUR DATA DISK.N/A .. 

PINBALL DREAMS.N/A 

PINBALL FANTASIES.N/A.. 

PIRACY.N/A. 

PERFECT GENERAL.N/A 

PERFECT GENERAL DATA DISK.N/A 

POPULOUS & PROMISED LANDS.11.99 

POPULOUS 2 PLUS.24.95.. 

POPULOUS 2 CHALLENGE.11.95 .. 

PREMIER 1 MEG.N/A. 

PREMIER MANAGER.17.95 .. 

PRIME MOVER.19.95. 

PROJECT XI MEG.N/A .. 

PROPHECY.19.95.. 

PUSHOVER (PUZZLE)..17.95.. 

PUTTY.17.95.. 

PSYCHOS SOCCER SELECTION.COMP ....20.95 . 

RAILROAD TYCOON.24.95 . 

RAMPART.17.95.. 

REACH FOR THE SKYS.20.95.. 

ROSK WOODS.17.95.. 

ROAD RASH.19.95 .. 

ROBOCOP 3.17.95 

ROME AD.N/A. 

RULES OF ENGAGEMENT.TBA 

SABRE TEAM 1 MEG.17.95 

SECOND SAMURAI.19.95 

SCRABBLE 2.TBA . 

SENSIBLE SOCCER 92/93 ISSUE 2 .. 17.95 .. 

SHADOWWORLDS 1 MEG.17.95. 

SHADOW OF THE BEAST 3.N/A 

SILENT SERVICE 2 1 MEG.22.95 . 

SIM EARTH....N/A.. 

SIM ANT 1 MEG.N/A. 

SIM CITY/POPULOUS.19.95., 

SIM CITY DELUXE.N/A. 

SINK OR SWIM.N/A. 

SLEEPWALKER.N/A. 

SLEEPWALKER.ST IS STE 1 MEG ONLY ....20.50 

SPACE CRUSADE VOYAGE BEYOND EXP.9.95 

SPACE CRUSADE VOYAGE STAND ALONE.17.95. 

SPECIAL FORCES.22.95 

SPORTS MASTERS (COMP).N/A 

STALLING RAD.N/A 

STREET FIGHTER 2 . ....17.99 .. 

STRIKE FLEET.11.95.. 


.18.95 

.22.95 

.22.95 

.17.95 

.23.95 

24.95 
.17.95 

19.95 
.19.95 
.17.95 

17.95 
.22.95 
.15.95 
.19.95 
,12.95 

16.95 
.19.95 

19.95 

23.95 
.16.99 
.11.99 
.24.95 
.11.95 

20.95 
,.17.95 
.19.95 
.17.95 
.19.95 
.17 95 
.17.95 
.20.95 
..24.95 
..17.95 
.20.95 
.17.95 
.1995 

17.95 
. 19.99 
.19.95 

1795 
.19.95 
.TBA 
.17.95 
..17.95 
.19.95 
..2295 
.29.95 
.24.95 
.1995 
.26.95 
17.95 
..20.50 
.20.50 
...9.95 
.17.95 
.13.95 
.20.95 
.17.95 
.17.99 
.11 95 
..17.95 
.17.95 
17.95 
.19.99 
.1795 


.9.95 

.17.95 

.22.95 

.19.99 

.17.95 

.20.55 

.24.95 

.25.55 

.17.95 

.17.95 

.19.95 

.18.95 

...TBA 

.35.95 

...8.99 


SUPER TETRIS.17.95, 

SUPER-HERO.19.99. 

SWORD OF HONOUR.17.95. 

TV SPORTS BOXING. N/A. 

TV SPORTS BASEBALL.N/A 

TEARAWAY THOMAS.N/A 

TEAM YANKEE 2 (PACIFIC ISLANDS) .19.95 

THE GAMES (ESPANA) 92.19.95. 

THE HUMANS......N/A. 

THE HUMANS 2.N/A. 

TOP LEAGUE SPECIAL LTD OFFER .N/A . 

TRANSARTICA..19.95. 

TRODDLERS. 17.95. 

TROLLS...:.17.95. 

TROLLS 1200. N/A. 

UGH.N/A 

UNIVERSAL MONSTERS.17.95. 

VIKINGS FIELD OF CONQUEST.N/A. 

WALKER St .19.95 

WAXWORKS.N/A. 

WEEN .20.99. 

WESTERN FRONT.N/A. 

WHEN TWO WORLDS WAR.19.99. 

WING COMMANDER ... HI A. 

WIZ KID.17.95. 

WORLD CLASS CRICKET (GOOCHES).19.95....19.95 

WOODYS WORLD.TBA 

WWF.8.99. 

W W F EUROPEAN RAMPAGE.17.95. 

ZOOL (IT RIVALS SONIC) 1 MG.17.95. 

ZOOL.N/A. 

PLEASE NOTE: SOME TITLES MAY NOT BE RELEASED AT 
TIME OF GOING TO PRINT BUT WILL BE DESPATCHED 
WITHIN 24 HOURS OF RELEASE, SUBJECT TO 
AVAILABILITY. PLEASE TELEPHONE TO CHECK. PLEASE 
TELEPHONE FOR ANY TITLE NOT SHOWN AS WE CANNOT 
SHOW ALL TITLES AVAILABLE. ALL TITLES CAN BE OUT 
ON BACK ORDER. REMEMBER, WE HAVE NEVER DEBITED 
A VISA CARD YET FOR GOODS NOT SENT. 

ST OWNERS: 

WE KNOW THE PROBLEMS YOU ARE HAVING AT THE 
MOMENT OBTAINING SOFTWARE AND WE ARE 
CONCERNED. WE WILL TRY TO OBTAIN ANY TITLE THAT 
YOU MAY REQUIRE, JUST ASK. WE WILL STILL SUPPORT 
THE ST TO THE BEST OF OUR ABILITY. 


.13.95 
.17.95 
.19 95 

19.95 
.19.95 

TBA 

.14.99 

.19.95 

.17.95 

.17.95 

.17.95 

17.95 
.17.95 
.18.95 
.19.95 
.24.95 
.20.99 
.20.95 
19.99 

.15.00 

.17.95 

.17.95 
. .8.99 
17.95 
1795 
17.95 


HARDWARE 


CRUISER (BLACK). 9.99 

NAVIGATOR.12.50 

SPEEDKING AUTOFIRE.9.50 

ZIP STICK SUPERPRO.12.50 

FREEWHEEL STEERING WHEEL.25.99 

SPEEDKING ANALOGUE AMIGA.12.99 

QUICKSHOT INTRUDER 1.22.99 

QUICKSHOT MAVERICK 1M.12.99 

QUICKSHOT MAVERICK 3 MEGADRIVE.13.99 

QUICKJOY TOPSTAR SV127 TOP RATE!!.20.50 


QUICKJOY FOOTPEDAL.20 99 

MANTA RAY AUTOFIRE GOOD HANDHELD.9.50 

MOUSE ST/AMIGA GOOD REPLACEMENT. 13.99 

1MEG UPGRADE AMIGA 600 .49.98 

1 MEG UPGRADFE AMIGA 500+.46.99 

512K UPGRADE AMIGA WITH CLOCK.27.99 

80 CAP DISK BOX.9.50 

DUST COVER 8833 MK 1 & 2 MONITOR.6.99 

DUST COVER AMIGA 500 OR 600 OR 1200.4.99 

PLEASE NOTE £1.00 P&P ON ALL JOYSTICKS 


RUBYSERIOUS/EDUCATIONAL 


ST AMIGA 

3D CONST KIT 2 32.95 32.95 

A D I ENGLISH 11/12-12/13-13/14-14/15.17.50.17.50 

A D I MATHS 11/12-12/13-13/14-14/15.17.50.17.50 

A D I JUNIOR READING 4/5-6Z7.14.99.14.99 

A D I JUNIOR COUNTING 4/5-6Z7.14.99.14.99 

A D I FRENCH 11/12-12/13-13/14-14/15.17.50.17.50 


...N/A.48.95 


THE SUN CROSSWORDS.. 
THE TIMES CROSSWORDS... 


EASY AMOS. 

AMOS PRO. 

CLARITY 16 (16 BIT SAMPLER). 

.N/A.... 

.N/A.... 

.N/A.... 

.24.95 

.45.95 

....129.95 

DELUXE PAINT 4. 

DELUXE PAINT 4 AA 1200 VERSION. 

DELUXE VIDEO 3. 

.N/A.... 

.N/A .... 

.N/A.... 

.64.95 

.64.95 

.54.95 

HOME ACCOUNTS 2. 

HOMEOFFICE DELUXE inc kindwords 3. 

KIX PIX. 

.44.95 .... 

.N/A .... 

.N/A .... 

.44.95 

.64.99 

.17.95 

MAVIS BEACON V2. 

MICKEY 123. 

.N/A .... 

.N/A .... 

.19.95 

.17.95 

MICKEY ABC. 

.N/A .... 

.17.95 


FUN SCHOOL 4 (UNDER 5).16.95.16.9 

FUN SCHOOL 4 (5-7).16.95.16.9 

FUN SCHOOL 4 7-11.16.95.16.9 


FUN SCHOOL SPECIAL PAINT & CREATE... 

FUN SCHOOL SPECIAL SPELLING FAIR.N/A ... 

FUN SCHOOL SPECIAL MERLINS MATHS.N/A ... 

OFFICE GOLD(UK)RR £129.00.N/A ... 

WORDSWORTH 1.1.N/A... 

KINDWORDS V3.N/A ... 

SCALA500.N/A... 

SCALA PRO.N/A. 

FINAL COPY 2. 


...N/A.89.95 

...N/A ... 


...N/A . 159.95 


RUBY BUDGETS 


ST 


AMIGA 


4TH N INCHES.N/A .. 

ARCADE FRUIT MACHINE SIM.6.99.6.99 

APACHE.8.99.8.99 

BATTLEHAWKS 1942.12.99.12.99 

DIZZY YOLKFOLK.6.99.6.99 

EDD THE DUCK 2. 6.99.6.99 

FI 6 COMBAT PILOT.8.99.8.99 

FI 9 STEALTH FIGHTER.15.99.15.99 

FALCON.13.99.13.99 

FALCON COUNTER STRIKE.N/A.8.99 

FALCON FIRE FIGHT.8.99.8.99 

FIRE AND BRIMSTONE.15.99.15.99 

FUN SCHOOL 2 UNDER 6.6.99.6.99 

FUN SCHOOL 2 6-8 YEARS.6.99.6.99 

FUN SCHOOL 2 8+ YEARS. 6.99.6.99 

HEAD OVER HEELS. 6.99.6.99 

HERO QUEST..8.99.8.99 

IK+ . 6.99.6.99 

INDIANA JONES LAST CRUSADE (ARCADE).6.99.6.99 

INDIANA JONES LAST CRUSADE (ADVEN).13.99.13.99 

JACK N GOLF. w t .6.99.6.99 

JAMES POND. 6.99.6.99 

Ml TANK PLATOON.12.99.12.99 

MAGICLAND DIZZY.7.99.7.99 

MANCHESTER UNITED.8.99.8.99 


OPERATION STEALTH..’..12.99 .. 

PANG ....;.* ..6.99 .. 

PANZER KICK BOXING.8.99 .. 


PRINCE OF PERSIA... 
RAINBOW ISLANDS... 
SIMPSONS... 


...10.99.10.99 


SOCCER PINBALL.N/A ... 

SHOOT EM UP CON KIT.8.99 ... 

SUPERCARS 2...6.99... 


SWITCHBLADE 2.8.99.8.9 

TREASURE ISLAND DIZZY.4.99.4.9 

TRIVIAL PURSUIT.7.99.7.9 

ULTIMATE GOLF.8.99.8.9 

WLD CHAMP BOXING MANAGER.6.99.6.9 

WLD CRICKET... 


ZAC MCKRACKEN.12.9: 


...1299 


SPECIAL OFFER BUY ANY 5 BUDGET GAMES 
AND CHOOSE 1 OTHER AT UP TO £8.99 AT NO 
CHARGE, OR BUY ANY 4 BUDGET GAMES AND 
TAKE A FURTHER DISCOUNT OF £2.00 FROM 
THE TOTAL PRICE. 

WITH ANY OF THE ABOVE DEALS P&P AT 
SPECIAL PRICE OF ONLY £1.50 


COMPILATIONS 


SUPERFIGHTER 

FINAL FIGHT, WWF WRESTLEMANIA 
AND PITFIGHTER. 

THREE AMAZING GAMES ONLY £17.95 
SPORTS MASTER 

PGA TOUR GOLF, INDY 500, EUROPEAN 
CHAMPIONSHIP 1992 AND ADVANTAGE 
TENNIS. 

A FANTASTIC COLLECTION AMIGA 
ONLY, NICE ONE FOR 1200 ONLY £20.95 

THE DIZZY COLLECTION 
FAST FOOD, KWIX SNAX, FANTASY 
WORLD DIZZY, TREASURE ISLAND 
DIZZY, MAGICLAND DIZZY. 

FIVE GOOD GAMES ONLY £16.95 

DtZZYS EXCELLENT ADVENTURES 
DIZZY PRINCE OF THE YOKEFOLK, 
SPELLBOUND DIZZY, BUBBLE DIZZY, 
PANK DIZZY, QUICK SNAX. 

GOOD FOR THE YOUNGER ONES! ONLY 
£16.95 

SOCCER MANIA 

FOOTBALL MANAGER 2, GAZZAS SOC¬ 
CER, MICROPROSE SOCCER AND 
FOOTBALL MANAGER 2 WORLD CUP 
EDITION 

FOUR GAMES ONLY £10.95 


STRATEGY MASTERS 
“DEUTEROUS, POPULOUS, HUNTER, 
SPIRIT OF EXCALIBUR AND CHESS 
PLAYER 2150 

ALL FIVE GAMES FOR ONLY £21.95 
•DEUTEROUS ONLY ST, 
BATTLEMASTER ON AMIGA. 

FANTASTIC WORLDS 
REALMS, PIRATES, WONDERLAND, 
POPULOUS 1 AND MEGALOMANIA 
GREAT COMP FOR ONLY £23.95 

VOLUME 1 (THE BITMAP BROS) 
XENON, CADAVER AND SPEEDBALL 2 
ALL THREE GAMES ONLY £17.95 

PROBABLY THE BEST PACK 
EVER!!! 

JIMMY WHITES SNOOKER, LURE OF 
THE TEMPTRESS AND DUNE, 
DUNE AMIGA SHUTTLE ST. 
GREAT PRICE £22.99 JIMMY WHITES 
STILL IN THE CHARTS!!! 

RAVING MAD!' 

RODLAND, ROBOCOD (JAMES POND 2) 
AND MEGA TWINS 
ALL THREE GAMES ONLY £17.95 


BIG BOX 2 

BACK TO THE FUTURE 3, THE REAL 
GHOST BUSTERS, R TYPE, SINBAD, IK+, 
ARMALYTE, TV SPORTS FOOTBALL, 
BOMBUZAL, DEF OF THE EARTH AND 
SHANGHAI (MAI YONG ONLY ON AMIGA) 
BIG COMP FOR ONLY £19.95 GREAT 
VALUE ST/AMIGA 

TOP LEAGUE 

SPEEDBALL 2, RICK DANGEROUS 2, 
MIDWINTER, FALCON AND TV SPORTS 
FOOTBALL. 

AMIGA ONLY GREAT COMP GREAT 
PRICE ONLY £14.99 

LTD STOCK FIRST COME FIRST 
SERVED TELEPHONE ORDERS ONLY. 

TRIPLE PACK 1 

DEUTROUS, BATTLE VALLEY AND HAM- 
MERBOY 

ONLY £14.99 AMIGA ONLY + OK, FIRST 
TIME THAT DUETROUS HAS WORKED 
ON THE AMIGA+ !! 

TRIPLE PACK 2 

HUNTER, SECONDS OUT BOXING AND 
LANCASTER 

ONLY £14.99 AMIGA ONLY + OK 


PC ANDSSG, GAMES ALSO SUPPLIED - PLEASE PHONE 


FtUBYSQFr (Dept AF) 

96 Lillie Ftoad, London, 

S>W6 7EiFt. England 
Tel:07 l 361 6996 
or: 071 610 1703 
Fax: 071 610 1703 

Shop prices will differ from those advertised 



CUeRttEDiUBMQtlU MQ BKEALOLTsI; Jffl VLWi/m 4JQJZ01 (jklOZU IP 

.Valid from:.Expiry date:. 


ORDER FORM Q “ [g] | 

Please supply me with the following for 
Computer. 


Titles 

Price 







P&P 


Total 



Please charge my Access/Visa No 

Date. 

Name. 

Address. 


.Postcode., 


Tel. 


Business hours 
10am - 5pm 
Monday to Saturday 
After hours + Sundays 
Ansaphone order hotline: 

071 381 8998 


Please make cheques & PO payable to RUBYSOFT. 
Credit card orders cashed only on despatch. 

(Please note we do not make any charge for credit card orders.) 
Please add £1.00 p&p per item, 75p per item for orders under 
£10.00 for UK orders, All European countries add £3.75 per 
item,all other countries add £4.75 per item. BPFO orders add 
£1.50 per item. All items are subject to 
avalability. All prices subject to change or manufacturers price 
reviews without notice. E&OE. Please note mail order 
companies may take up to 28 days to deliver goods from receipt 
of orders. Please allow for cheque clearance. 

(Dept AF July 93) _ 































































































































































































































































































































































































































































































































More fun's 
derived from 
lainst 


trying at times. Unfortunately it’s not 
possible to throw darts at his face! 


fr 


s 


SPORTING 
DARTS ■ 


■ Alternative, 
£9.99 


few 

novelty games 
thrown in for 
good measure: 
tennis, cricket, 
football, snooker and 
golf. 

Select your fave 
game from the menu, enter 
players’ names then it’s into the 
action. A representation of a 
dartboard fills most of the screen, 
with scores and stats displayed 
down the side. A picture of the 
thrower’s hand, with dart grasped tight, wobbles 
around the playing area. Move it via a joystick 
(or arrow keys) and press fire when it appears to 
be lined up. Easier said than done, I assure you, 
and you’ll really 


Bully for you 

As a simulation of the popular 
pub pastime, Bully's is okay if 
you don’t mind the 
(inevitable) fact that all 
games boil down to the 
—^ same thing, ie aiming your 
dart and hoping for the best. Still, at least you 
don’t get people moaning about going to retrieve 
the blighters from the board (eh, James?). For 
more realism you can always stuff a pillow up 
your jumper and hold a pint of bitter in one hand 
while playing. 

Atmos’ is added by some sampled effects to 
accompany the various games — not essential, 
but a nice touch all the same. Obviously it gets a 
little repetitive, especially against the computer, 
though nine skill levels help to prolong interest. 
More fun’s derived from playing 
against friends. A reasonable darts 
game at a reasonable price. 


TIP TIME! Remember — you don’t get 
anything for two in a bed (or something). 




nyone fancy a bit o’ bully? Thankfully 
there’s no sign of Jim Bowen in this little 
i effort — it’s straight dart-throwing thrills 
all the way with BSD. Seven games are on offer, 
including the traditional 501 with the first player 
to reach zero and finish on a double winning the 
game. Round The Clock sees the participants 
trying to hit all numbers in order, then there’s a 


have to 
concentrate if 
you’re to achieve 
that elusive 180. 
Good throws 
receive snorts of 
encouragement 
from Bully, but 
his mooing does 
become quite 


' NT 
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FINAL FIGHT 


■ Kixx, £9.99 

IBB ^^B ntm Oi+\ / I 



etro City — crime capital 
Evil mobsters known as the 
1 ‘Mad Gear’ gang are 
throwing the city into turmoil with 
violence and bloodshed as much a 
part of a trip to Woolies as cherry cola 
and a bag of pick ’n’ mix. 

Mike Haggar, street hoodlum turned 
mayor, is not a happy man. Powerless against 
the Mad Gear due to endless red tape, he sits in 
his office fuming but unable to act. Unable that is, 
until the bad guys go one step too far. In an 
attempt to gain total control of the city they kidnap 
Haggar’s beloved daughter. Their demands are 
simple — hand over all power to the Mad Gear or 
the girl dies. Now Mike’s mad. No longer able to 
contain his anger, he rips off his shirt and 

prepares to take the fight out onto the 


Too 
lew moves 
lead to two- 
dimensional 
action 


streets. The scum only 

understand one thing, and 
Mike speaks their 
language like a 
native. Equally 
miffed are the poor 
girlie’s hunky 
boyfriends, Cody 
and Guy, who are 
only too pleased 
to help Mikey in 
his quest. 

Animal magic 

One or two players can join in, selecting from 
the three characters — each with a special 
attacking move, eg Haggar’s pile-driver. After 
the intro sequence you’re plunged into a chaotic, 
horizontally scrolling beat-’em-up world with only 
swift reactions standing between you and a 




hefty beating. 

Final Fights most striking feature 
is its big burly sprites: fine on a still 
screen but animation is a little 
lacking, as is gameplay. Too few 
moves lead to two-dimensional action which, 
though improving some with a second player, is 
never going to set pendulums swinging. 

Some doubt also hangs over the extent of 
challenge on offer. It’s not exactly a pushover, 
but seasoned joystick veterans should have it 
licked fairly quickly. 

Faults in the game aren’t generally down to 
the the conversion, but simply carried over from 
an essentially dull arcade machine. That relied 
on its visuals for effect and as such was okay for 
a few goes. Graphics on the Amiga version are 
fine but there simply isn’t enough depth to lift it 
above the crowd. 

A reasonable if limited cheapy 
bash. 



# 


TIP TIME! Pause the game and type 
SHERRIF FATMAN for invulnerability. 
Then whomp those suckers! 
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■ Gameplay just 
misses the bull’s-ey< 
but at least there's 
no Jim Bowen! 


This isn’t quite ‘super, smashing, great’ 
but it’s by no means a load of bull either. The 
problem with most computer darts games is 
that it’s far too easy to score 180s, time after 
time. However, Bully's is just that bit more 
difficult with the wobbly hand and occasional 
bounce-outs (hitting the wire). Some of the 
game types are better than others (football’s 
a bit naff, more like a simple tug o’war), but 
what happened to my personal favourites, 
Killer and Mickey Mouse? And while we’re at 
it, I reckon a bit of sampled speech for the 
big scores wouldn’t have gone 
amiss — Bully’s mooing just isn’t 
the same! 


m Final Fight is arguably the best scenario- 
based beat-’em-up on the Amiga. The 
sprites are large and well animated, while the 
baddies are interesting and can’t all be killed 
using the same attack over and over again. 
Best of all, the context-sensitive controls 
make the game easy to get into without mak¬ 
ing you feel the game’s playing itself, a la 
Golden Axe. 

Like most Double Dragon clones, Final 
Fight is more fun with a friend — if you get 
bored, you can beat him up too! The difficulty 
curve could do with being a little steeper, but 
at budget prices there’s easily ^ * 

enough playability here to justify jllll 
parting with the dosh. ■ Ifill 


■ A good, solid 
beat-’em-up that 
should be a big hit 
on budget. 
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■ The Hit Squad, 
£ 9.99 


W hy is so much time spent writing 

reviews that are, in essence, merely 
reiterating instructions and plot? At 
times it’s necessary, but as The Addams 
; Family is based on such an awful film (with its 
contrived plot), concentrating on the game 
alone is a must. Fortunately, this Amiga version 
! of the fictitious family’s exploits gives me, the 
humble reviewer, enough to witter on about. 
Although it’s a platform game, Addams is a 

^-\ 

Another platform game? Far be it for me to 

insinuate, but hasn’t this category been inundated, 
swamped, saturated and buried alive in games 
where you leap, jump and leap some more? What 
the hell, if they can be put together as well as The 
Addams Family I’ll lap ’em up with relish. My 
enthusiasm is due to the levels — more to the 
point, the size of them. Lots of screens and a 
plenitude of traps keep the game on its toes at all 
times. There’s a subtle usage of colour, as the 
three bears story goes: not too much and not too 
little, but just about right. Similar to 
scores of games, but a prime leader of || 1 ^ 
the platform clan. j 


^—-Th© game m 
allows you to 
choose different 
V routes 


particularly good example of how, despite its 
relative unoriginality, the genre’s still as 
popular, after all these years. 

With you as the hero, Gomez, there’s a 
myriad of screens to explore and exploit, in his 
bid to recover his absent family (who are, 
apparently, hiding in and around the their 
Gothic mansion). Unlike other similar efforts, 
the game allows you to choose different routes 
— so it’s up to you on how, when and where 
you fulfil certain objectives. This partial freedom 
stops the game from being too linear, as well 
as offering much potential for avoiding areas 
you can’t (or don’t want to) complete. 

Family fun 

Littered around the play area are a veritable 
plethora of nasties, all capable of reducing the 
hero’s measly life counter. A wise move by him 
at this point would have involved obtaining a 
semi-automatic rifle and a few grenades, but 
no — like so many platform stars before him, 
the ability to stun and kill by jumping on 
assailants was considered enough. So, there 
you have it — explore the levels, avoid traps 
(such as spikes and gaping chasms) and 
collect goodies on your way to rescue your 
socially deviant (and retarded, if the show’s 
anything to go by) family. 

Graphically, it lacks the fantastic 
backgrounds of the SNES version, but I 
suppose the absence of custom chips does 
mean we’re going to lose something. However. 
I’d have thought a little more could have been 
done on some levels — plain black 
backgrounds lack character. One aspect that’s 
definitely retained from our console chum’s 
favourite, is the admirable playability. Platform 
games usually become tiresome after too 
much play: The Addams Family remains 
interesting for that little bit longer — and on 
budget, it’s a steal. 

Oh, yeah, could somebody please ****qam 
write to me and explain exactly what I f 1 ’ - 4 
‘ooky kooky spooky’ is? L - ^JJ 


TIP TIME! Sometimes the 
only way to reach higher ledges is to 
bounce on a baddie’s head. 


■ Platform action 
at its best — one 
to really spook 
you. 
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[this month we find our footballing pal 

DOWN AT THE KRISALIS WAREHOUSE HELPING 
[TO PREPARE HIS 6AME FOR RELEASE 




MICROLAND BULLETIN BOARD SYSTEM 


0891 990 505 
To Download 


I 


0483 725 905 
To View 


Amiga shareware including files from the Fred Fish 
Collection plus lots more to download at V32bis, V32, 
V22bis, V22, V23, & HST 8 data bits, no parity. 

'"Why wait for your software when you can download now direct to your computer. Microland 
offers high speed connections and most files are compressed to minimise the cost. Check it 
^on 0483 725 905 at normal call charges. So much shareware you are spoilt for choice. 

Over 30 file areas including Animations, ARexx Files, Badge Killer Demos, Business. 

Clocks and Calculators, Commands, Database Directory and Disk Utilities, Display Hacks, 
Education, File Utilities, Fonts, Fractal and Mandelbrots, Games, Graphics, Icons, Libraries, 
Programming, and Communications. Area 1 contains file lists for all areas to help you find 
what you are looking for. Protocols xmodem, ymodem, zmodem, kermit, sealink, and uucp^ 

Calls to 0891 990 505^charged at 36p per minute cheap rate, 48p per minute all other times. 


no; all the best footie 

PLAYERS SAY YOU SHOULD TAKE 
IT ONE GAME AT A TIME// 



av TUA JAMES. 


THIS SPACE WON T 
COST YOU A 
FORTUNE! 

FOR THE PRICE RING 
NEIL, PETE OR 
MICHELLE ON 
0584 875851 




A REP 


Repairs undertaken to Amiga 500 computers at £44.95 inclusive 
of parts, labour, VAT and return postage/packing 

Commodore registered for full technical support 

Computers repaired in the quickest possible time 

All machines will be overhauled with a full soak-test to ensure optimum reliability 

Entrust your machine to the experts, full 90 day warranty 

Repairs to disk drive and keyboard also included 
(extra charge possible if found to need complete replacement) 

Repairs to other Commodore systems undertaken - phone for details 

Upgrades and expansions supplied and fitted - phone for details 

£ 44.95 

To take advantage of this exceptional offer, simply send or hand deliver your computer to our workshop complex, 
address details below, enclosing this advertisement voucher, payment, fault description, return address, 
along with your daytime and evening telephone number and we will do the rest. 

Should you require Group 4 Security return delivery, simply add £5.00 to the repair charge. 




WTS Electronics Ltd Chaul End Lane Luton Bedfordshire LU4 8EZ Tel 0582 491949 (6 lines) 

(We reserve the right to reject machines which, in our opinion, are beyond repair- Normal charge applies) 
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racing certainty. 


either. If it’s a nice-weather course, leap into 
your convertible Elan, fold back the hood and 
feel the wind in your hair. The two cars handle 
slightly differently. 

Graphics are stunning, retaining the speed 
of the original but adding far more detail and 
variety. The night-time and fog effects have to 
be seen to be believed. Another bonus is 
that the single-player game now 
incorporates a full-screen 


oooool 


night 


he 


and 


fog 


time 


have 


effects 


to 


be 


to 


seen 


believe 


GBH Gold, £9.99 

eeow — the sequel to the best 
drive-’em-up ever is, urn, better than 
the original, well almost. 

The game kicks in with a cookin’ soundtrack 
and wealth of options. Up to four players (with 
two linked Amigas) can race simultaneously on 
any of the eight progressively tricky courses. 
Choose from automatic gear shift 
(recommended for beginners) or go the 
whole hog with a full 
five-speed-manual 
car. It’s a helluva lot 
trickier but offers 
greater challenge for 
seasoned drivers. Courses 
take you through all driving 
conditions imaginable. Level 
1 ’s a nice jaunt through the 
countryside with cotton-wool 
clouds in the sky, then you get a 
night-time race through the city. Fog 
limits visibility on Course 3 before you get to rip 

it up in 4’s snowstorm. watch out for ice 

patches and snowdrifts. Subsequent tracks 
include desert, storm (complete with driving 
rain) and a motorway with oncoming traffic to 
negotiate. 

All courses contain a number of stages 
divided by checkpoints which must be reached 
inside a strict time limit. Each stage has its own 
password, given upon completion of the last. 
Not that you’ll get ’em all in a hurry. They start 
tough and get tougher. 
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Better than Lotus 
Esprit in one-player 
mode but not as good in two, it cer¬ 
tainly widdles all over Lotus 3, which 
allowed you to virtually complete a 
course without touching the joystick! 
Lotus 2 still throws you back on the 
track if you hit an obstacle, but it 
doesn’t steer the car for you like its 
soporific sequel. 

The Lotus games are known for their 
speed — if it’s fast racing you want, 
that’s what you’ll get. For a more real¬ 
istic drive get Vroom, but 
hardened arcade freaks 
need look no further. ■ 




Two players can 
experience the 
superfast racing 
action with the 
split-screen effect. 
Overtaking 

Mansell- 






requires 


swerving 


This time around vou’re not limited to the Esprit 


■ Sharp bends 
are tricky, 
especially in 
the fog (Left). 
You can also 
drive a Lotus 
Elan (Above). 


playing area. 

In the first game 
you raced laps of 
a circuit in 

competition 
with the 
other cars. 
Here your 
only enemy is 
the clock.The upshot of this 
is that some of the two-player 
competition’s bite is lost. Nevertheless 
it’s still tremendous fun and the cars 
handle a little better than before. It’s a 
great way to let off steam and t 

infinitely better than the follow-up — 
now that was a letdown. 


r "“~ When overtaking, come 
up behind then swing out to pass, 
'SB' otherwise computer cars swerve to 


otherwise computer cars swerve to 
block your way. 
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Operation 

;xs.“- CRALTH 

ne of the most I 

B sophisticated Hi HHHI^^^HM 


■ (Above) Have you anything to 
declare? Passing through customs is 
tricky when your bag’s packed with 
high-tech spying equipment. 


O ne of the most 

sophisticated and 

hush-hush pieces of military hardware 
in the world, the so-called Stealth Bomber has 
been nicked from its base by an unknown 
power. Obviously the authorities are eager to 
get their little toy back, so they turn to the 
secret service to locate and 
recover it. Naturally, 

you’re the agent best Th a 

suited to the task. ^ 

A scene-setting intro 0VC 

sequence gives you the * 

lowdown on your mission SlAFlIH 

and sees you presented with 
a novelty spy kit by your \ SHH0 
superior. This consists of a \ M 

briefcase containing a passport 
forger, allowing you to travel freely 
about the globe. As the adventure 
progresses you’ll uncover various other bits 
and bobs of equipment to help you out of the 
increasingly sticky situations which crop up. 

You begin the mission proper in an airport 
foyer where your first task is to successfully 
make it past customs. Then it’s out into the big 
wide world of international espionage. Contact 
friendly agents, get shot at, arrested, escape 
in a dashing and heroic manner and hopefully 
restore peace to the world by averting a major 
international incident. 

Point to solutions 

Control is by the good old click-’n’-move 
method with your agent examining, using and 
interacting with the game environment — it’s 


There's 
even a 
swimming 
subgame 
in tnere^ 


■ Exploring is done by 
clicking on the ground to 
move your man, and on 
objects to examine them. 


all quite engrossing. Plenty of locations are 
there to be explored, and loads of characters 
to help or hinder. There’s even a swimming 
subgame in there to alleviate any possible 
monotony. I do have some reservations 
concerning one or two all-too-abrupt 
deaths. You can save your game 
portion at any point but even so, 
™ ® it’s a bit laborious having to go 

Id \ through the routine every 
• \ screen just in case you go 

Mng I wrong. Another niggle is the 
WIP ' way y° u occasionally 

, have to comb the entire 
£|rq screen with the pointer 

for clues. Realistic it 
may be. but it doesn’t 
make for flowing play. 

Gripes aside, when executed properly 
these games always have a great addiction 
factor for two main reasons. Firstly you just 
have to try and get that little bit further, and 
second, the satisfaction of sussing a puzzle 
that’s previously stumped you is hugely 
rewarding. 

Atmospheric graphics and logical, if 
fiendish, puzzles make Op Stealth a must for 
any but the most die-hard of smi; 

arcadesters. Big value at a 
refreshingly small price. 


TIP TIME! It’s a good idea to save 
your position regularly to avoid 
retracing steps. 


The best thing to come out of France in 
recent years has been the stream of 
quality adventures from Delphine, most 
notably the just-released Flashback (see 
our exclusive review of the UK version in 
this ish). The tremendous care and 
attention to detail put into that game is 
evident in this earlier effort. Operation 
Stealth is a cracking adventure with 
graphics to match. The animation may not 
be as fluent as on the newer Cinematique 
games, but the film-like close-ups (eg 
when you open the suitcase) still add 
oodles of atmosphere. As with most point- 
and-click adventures there’s a fair amount 
of trial and error involved, but most of the 
problems have logical solutions ^iaH 
so plenty of lateral thinking’s 
required. C’est magnifique! * ^ ^ " 


■ This slick ani¬ 
mated adventure 
is a classic — 
that’s no secret. 
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New releases: PANDORA CD only £4.99, 

Educational ALISTAIR IN SPACE £24.99 & 

17bit Compilation from Almathera (2 cd’s) £39.99 
JUST RELEASED - Inter-Office £59.99 
OTHER GOOD CDTV TITLES BACK IN STOCK 
INCLUDE SHERLOCK HOLMES £39.99 
E.Space Simulator £34.99 - Trivial Persuit £49.99 
Reduced price stock examples: 

TITUS BATTLESTORM & PREHISTORIK NOW ONLY £19.99 EACH. 
Many other reduced prices - Ring for details. ALL available CDTV titles in stock. 

ALSO WE HAVE ONE OF THE LARGEST RANGES OF AMIGA FULL 
PRICE & BACK CATALOGUE TITLES IN STOCK. PRICES FROM £4.99. 
I.E.NINJA WARRIORS - STUN RUNNER - 
ON LINE VIRUS KILLER - ALL AT £4.99 EACH. 



©AM 


DEPT. AF1 


9 DEAN STREET, MARLOW. BUCKS. SL7 3AA 
TEL: 0628-891101 TRADE ENQUIRIES WELCOME. 
NOTE: ALL PRICES INCLUDE V.A.T. AND P&P 
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The Hit Squad, 
£9.99 


■ (Above) Don’t be 
deceived by that guy’s 
age, he’s a mean dude 
with a powerful chop. 


■ The Hit Squad 
£12.99 


practise or spar with another student. When 
good enough at your chosen skill you can take 
the ultimate test and enter the Kumite. 


O h dear. 4th & Inches is, without a 

doubt, the worst Amiga game I’ve ever 
played and would be a rip-off at PD 
prices, let alone a tenner. 

On loading you’re faced with a bewildering 
number of options. You can EITHER play a 
two-player game, All-Pros Vs 
Champs, OR play the All- 
Pros against the computer- 
controlled Champs, or 
EVEN the Champs against 
the computer-controlled All- 
Pros. Amazing — TWO whole 
teams, and no league or cup 
options. There’s so little here it 
looks more like a crappy 
coverdisk demo (which our rivals 
make you pay through the nose for) 
than a complete game. 

Gridiron goof 

After choosing your team it’s on to the game 
proper, and that’s where the real horror of it all 
sinks in. The graphics are little short of a joke, 
with a pitch that appears to be reflected in an 
anti-shoplifting mirror, and badly painted 
Subbuteo figures for players. There are a fair few 


T he martial arts and their origins date back 
hundreds of years, resulting in many 
fables and unlikely tales being told. 

Whatever the history may be, it’s the 
unadultered, Americanised 
violence that attracts many 
people. However, in 
Budokan , the fighting arts 

take on their traditional, -■ ■ m # 

Japanese role in a lifelike vne Deav-em-up 

oriental beat- em-up. The thnmil mmpI n fliltt 
Budokan itself is a large 

building where tournaments, SQVQFfll If lti(|tl© 
known as Kumite, are held. _ # _ m: _ 

Fighters trained in many styles 
and from many nations participate — 
now it’s your turn. 

It would be foolish to go headlong into the 


Mastering your art 

Budokan takes the beat-’em-up theme and adds 
several unique twists. To begin with, the 
complex joystick combinations are a little 
offputting, but the more you experiment and 
practise the more confident you 

become. In addition, controls differ 
Takes between the four disciplines, so 


mastering all of them takes a 
lot of time. This may sound 
boring, but it’s the main 
ingredient that makes 
Budokan so challenging and 
addictive. The graphics, 
though a tad grainy, all 
flow together well (you 
^ spend more time 
concentrating on your moves 


■ To make a puzzle game really interesting, 
there has to be some certain reward or 
novel element, otherwise boredom sets in 
— fast. Swap is just too easy, with very little 
skill required. In fact, I found the best tactic 
was to aimlessly point around the screen 
without even looking to see what colour 
blocks you’re hitting. It works every time — 
now where’s the brain-bending in that? For 
a genre that thrives on taxing thought, you’d 
think a little more would be included. I’m not 
going to say the price justifies the absence 
of game, because it doesn’t. 

Whether it’s bargain or full-price, 
what is the point? ■ 





tournament without training, so thankfully the 
various arts can be practised beforehand. The 
selection menu is represented by a courtyard, 
where you, the student, can visit the various 
training halls. Each hall is dedicated to one of 
four arts: Karate, Kendo, Nunchaku and Bo. 
When in a hall you have the option to either 


than gawping at the backdrops anyway). Extra 
touches such as consulting the wise sensei for 
advice add more depth, my only gripe is the disk 
accessing — lengthy to say the least. 

Unlike recent loud, brash fighting games that, 
let’s face it, become repetitive after a while, 
Budokan is just that bit more realistic, and the 
accuracy and pristine execution make 
this one for martial-arts practitioners 1 " ^ 
and couch potatoes alike. 


What a game! This is no ordinary beat- 
’em-up, it’s the first game I’ve ever seen that 
captures the true martial spirit. Presentation 
and animation are faultless throughout, with a 
character’s shadow closely following his 
movements. Combat involves genuine tac¬ 
tics. and the effects of stamina ensure you 
can’t just blast away on the fire button and 
win every time. 

All in all Budokan is a polished I T i 
production, and a worthy purchase I * l ■ ■ » 
^ as a budget outing. 


TIP TIME! Wait until you’re an 
experienced fighter before entering the 
tournament, or you’ll undoubtedly suffer 
defeat (and lengthy disk accessing). 


■ A great martial- 
arts sim with 
plenty of computer 
opponents. 
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BUDGET REVIEWS 


frames of animation, but they look like they’ve 
been put together in the wrong order, the sprites 
behaving more like ravers on itching powder than 
gridiron footballers. And the update... the 
screenshots on this page move only marginally 
slower. 

You can control the game using a joystick or 
the mouse, but both methods are as bad as each 
other. It’s almost impossible to affect what’s 
happening on-screen. You end up casting the 
joystick aside and picking up the mouse to see 
if you chose the wrong control option 
by mistake, then swapping back 
again when this makes no 
discernible difference. The 
cumbersome menus make 
picking the wrong option a 
definite possibility, and they 
look like they were ported 
from an ancient Speccy 
program to boot. 

4th & Inches is a lousy 
effort. After two plays you’ll 
reformat the disk and use the box to hold your 
conker collection. Or something. If you’re still not 
convinced, take a look at the mark, . 

our lowest ever... | M M 

(ff\ TIP TIME! Simple! Get John SI 
Madden’s instead. 


Imost 
sible to 
what's 
ening 
creen 


\ A -> 4 
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■ Hut hut hut! Get lined up in your 
formation and get tough. Sadly this 
lame sports sim is so frustratingly 
slow, you’re likely to snap, get a 
shotgun or try a few Hail Marys! 



The rules of American football are com¬ 
plex enough, and this abysmal rendition 
hardly offers enlightenment on the subject. 
Controlling the team is virtually impossible, 
you can’t make out a quarterback from a 
linebacker amidst all the clutter and confu¬ 
sion on the field and, to make matters 
worse, the entire game slows down after a 
few plays. Compared to the ultimately supe¬ 
rior John Madden’s, this looks appalling, 
inaccurate and handles like an intoxicated 
wheelbarrow. More effort went 
into the packaging than the jj[| 
game. Don’t even pick it up. 






ftl l-Pros I meoutt 
Passe.Hitlie 
Truck,Mack 
Knobs,Billv 
Dar l i r»g, F l ash 
Snersh,Ox 
Harris,Tyrone 
Hays,Haystack 
Lipz, Harry 
Blitz,Wood ie 
Grahan,Ly l e 
Salot t.Tank 
White,Caspar 
Mills,Buc k 


QB 

FB 

HB 

WB 

TE 

HR 

LB 

LB 

LB 

CB 

CB 

SF 

SF 


Chawps T meout(3> 
Dakota,Joe 
Bigg.Bernie 
Know te.T in 
Quic k,Ril l y 
Ht trick,Jerry 


Long, Hugo 
P i t f s , R . M . 
Jones.Herlin 
Dawg,Red 
Green,flninal 
D ixon,Slin 
Thayer. R . U . 

F oxe,SIy 


Clock Stopped, Possession Change 


■ This 4fh-rate 
effort stands only 
inches high. 
Unplayable. 





■ Supplementary Tile: Pick up and 
place on the main board. It then acts as a 
normal tile. 

■ Avalanche: Gravity takes effect on 
remaining tiles, often producing further 
matches. 

■ Time Limit: A problem on harder levels. 

■ Credits: Each move costs... two credits 
for a swap, ten for a supplementary tile, and 
100 for an avalanche. Credits are gained by 
destroying tiles. 

■ Undo: Lets you go back a move. This is 
available on all levels. 



■ Fox 
£9.99 




ook guys, I know 
the 70s are back 
fashion, but the 
Habitat-style kitchen 
wallpaper on the front of 
this box is taking things 
a little too far. Gary 
Glitter and platform heels 
we can handle, but this? 

No wonder they call it ‘the 
decade with no taste’... 

Thankfully, Swap looks far 
sexier than its box and plays 
really well. The aim of the gar„*> 
to bring similar-coloured tiles into contact by 
swapping adjacent pieces. They then, of 
course, disappear. 

The tiles themselves come in several 
shapes, including squares, triangles, 
hexagons and irritatingly tiny squares that are 
a mere quarter of the size of the usual piece. 
A few features are available on each level, 
too. 

Tessellating polygons 

Clearing a level isn’t easy at first, though after 
a few plays useful tactics emerge. You don’t 


to complete a level to get 
onto the next, as progress is 
indicated by eight stars in 
the control panel which 
are awarded as you 
accumulate points. Grab 
all eight and you can exit 
the level and start the 
next, carry on or save 
your game position to 
disk. You can exit to this 
menu any time, but you won’t be allowed to 
advance to the next stage unless you got all 
eight stars. 

For all its strengths, Swap is by no means 
perfect. Advancement through the levels is 
far too easy once you’ve got the hang of it 
and I’d prefer a password system to 
a save-game feature, but it’s still a i t ' 
cool purchase on budget. 

TIP TIME! Clear as much as you 

r'on hofn i-q iioinn an awalannho 



■ Press on the tile boundaries to 
make them swap — it’s a lot of 
flippin’ fun but is it tough enough to 
hold you for long? 


■ Mixed opinions, 
but this puzzler’s 
main fault is its 
lack of challenge. 
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■ Did you know 
that Prehistorik is 
technically incor¬ 
rect because man 
didn’t appear 
until 63 million 
years after 
dinosaurs 
became extinct! 


It's all 
much of a 
muchness 


■ This crude and tedious platform effort 
might’ve looked good in its day, but I doubt 
it. The graphics are okayish in a minimalis- 
tic sort of way, but the gameplay and ani¬ 
mation are appalling. The flickscreen and 
lack of parallax scrolling make it look like a 
lightly tweaked 8-bit game, and there are 
too few devices and power-ups to retain 
interest. 

As computer games go, this one looks 
like it belongs in the Stone Age (in more 
ways than one). There are much better 
run-and-jump outings on budget q 
— get Ghouls 7V’ Ghosts |iAM | 
instead. ■ 


I Not a patch on its slick sequel, Crazy 
Cars II is bad enough to drive you crazy. 
The 3-D effect’s pretty primitive with very lit¬ 
tle scenery and some seemingly endless 
straights. When the action isn’t mind-numb- 
ingly boring it’s absurdly frustrating, mainly 
due to the abysmal non-centring steering 
that has you weaving all over the road. 
Also, if you get the car spinning you can 
pass through roadside objects unharmed, 
even at top speed, but hit one 
head-on at a mere lOkph and I 
your car explodes! Oh dear. J l * l . .J 


earner tumbled and send out 
. dozens of cops to stop and 
arrest you. In fact, there 
n doesn’t seem to be anything 
■ j but police on the road. Just 
I to make things doubly tricky 
™y a load of roadblocks have 

been set up (usually on 
_ j ^ J blind bends) to give you 
J J extra headaches. 

^ Crazy Cars IPs a little 
different to your average 3-D racer in that you’re 
not limited to one basic route. Supplied in the 
box is a map showing actual highways for the 
different states featured, allowing you almost 
limitless choice of routes. However, you’re 


.J Steering 
doesn't 
automatical! 
centre itsel 


against the clock so going too far off course 
could prove detrimental to the completion of 
your mission. The screen-top status area shows 
your best route choice at the next junction as 
well as the distance and direction of approaching 
police cars. 

Daft drivin' 

So it all sounds frantic and exciting so far, righty? 
Wrongy? I remember playing this on the Spectrum 
years ago and, if anything, that version was more 
playable. Landscapes are samey and bland, and 
hurtling along that often-empty highway can be 
extremely lonely at times. It’s a feeling worsened 


T he fuzz are a crooked 
bunch! In this particular 
instance it seems they’re 
running a huge stolen-car racket and you’re the 
special agent called in to bust ’em. Played 
across four US states, you've gotta race along in 
your Ferrari F40 to various towns, trailing the 
corrupt ringleaders. Obviously these guys aren’t 
too hot on the idea of having their nice little 


Go clubbing 

However, it’s not all inflicting injury — there’s a 
limited amount of energy and lives that traps 
and monsters are keen to relieve you of. 
Avoiding (or dispatching) these is, again, 
possible with the help of the trusty club, but 
should spikes or a potentially fatal fall confront 
you, there’s the added bonus of being able to 
‘jump’ (in the loosest sense of the word). 

Occasionally, the gameplay will 
diversify for a moment, and 
you’ll find yourself floating 
across a gap underneath a 
balloon (or something like 
that), but * n a| l- rt’ s a H 
gjgj j muC h of a muchness. 

J J I played far better 
games than this on my 
Spectrum. It’s graphically unastounding, with 
some awful animation, and the sounds — well, 
they’re probably better than anything the 
Eurovision song contest could offer, but that’s 
not saying much, is it? There are other, more 
sophisticated and far superior budget a§iMH| 
games around — perhaps the gag I l| 


S hortly after finding out I’d got to write 
this review, something dawned upon 
me. Once I’d loaded its subject matter 
and played it for a time, my worst fears were 
realised — Prehistorik is a dated, unplayable 
offering, and I’d have to end the review with a 
feeble gag relating to its title, and how the 
game shows its age. 

Well, perhaps not, but r ^ 
the temptation’s there. 

Appearing to be a 
platform affair from the 
early days of the Amiga, 

Prehistorik is a game of 
finding and devouring food in, 
amazingly enough, a prehistoric 
setting. Travelling through its push-scrolling 
landscapes, there’s an assortment of 
creatures all susceptible to a good smack 
around the head with a caveman’s club. Some 
need a little more beating before they’re 
dazed, but once they are it’s a simple case of 
walking into them to top-up the hungry 
Neanderthal’s food level. All I can say after 
collecting myriad bears and dinosaurs, is that 
it’s one hell of a barbecue he’s planning, or 
he’s in desperate need of double-strength 
worming tablets. 


TIP TIME! Quickly walk into the 
dazed dinosaurs or they’ll get up again 
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FINISH 



by the dismal 
sound: apart 
from the odd 
police siren 
wailing into the 
distance, you 
only get an 
irritating rumble. 

Worse still is the 
car’s handling. Steering doesn’t automatically 
centre itself so you end up zigzagging wildly as if 
you’ve had about ten pints before setting out — no 
wonder the police are after you! Not only that, but 
crashing into the smallest railing, even at low 
speed causes your car to disappear in a (rather 
pathetic) puff of smoke. The only compliment I can 
grant this mediocre title is the passable . 
spin effect. Save your money and get 1 1 

Lotus 2 instead. [ ~ j 


TIP TIME! Keep your speed down or the 
car’s uncontrollable (although it’s pretty 
uncontrollable anyway). 


■ ‘Crazy’ is the 
right word for this 
very silly driving 
game. 





BUDGET REVIEWS 




r 


The Hit 
Squad, £9.99 

ecent research suggests that 
riding a motorcycle can 
cause premature ejaculation. 

I don’t know whether or not it’s true, 
but I certainly wouldn’t mention it in 
a pub full of Hell’s Angels. 

On with the review. The Cycles 
boasts 15 tracks, five difficulty levels and a 
choice of three cycles. You can set the number 
of laps from 1 to 99. There’s a practice option 
available on all circuits, or you can dive straight 
in and compete in the World Driving 
Championships, a gruelling series against nine 
other racers set over all 
15 tracks. Options are 
chosen through well- 
presented, easy-to- 
use menu screens. 

So far, so good — racers 
don’t lend themselves very 
well to outlandish plots, and 
this one’s no exception. 

Everything you could want or 
expect from a Grand Prix bike sim is here, so 
the proof of the pudding is in the execution, if 
you’ll excuse the mixed metaphor. Boringly 
enough, there’s nothing here to set the world 
alight, though it’s not that bad either. 



j 


r. 



c' 


^7 



As you can see from the screenshots, the 
graphics are okay but nothing spectacular. The 
sound’s pretty good, with solid, meaty engine 
noises and realistic gear changes. At last, a 
bike sim that doesn’t sound like a lion with 


I love most driving games, skidding the car^ 
round comers and pushing the pedal to the 
metal, but bike games leave me cold. The 
only ones I’ve ever had much joy with are No 
Second Prize and, to a lesser extent. RVF 
Honda . Compared to these, The Cycles is 
like a push-bike. The unresponsive controls 
often lead to oversteering as you initially think 
the bike isn’t turning. But the real problem is 
a severe lack of speed — surely the most 
important aspect of any racer. The screen 
update is far too sluggish and jerky to give 
any illusion of high-speed racing, ^ip«| 
and no amount of nicely presented I ^ 
options can make up for that. J ' 


toothache! Where the game flies over the 
handlebars and spins helmet-over-leather- 
trousers is in the playability stakes. 

Steering the bike is a joyless affair as it can’t 
handle gentle turning. You either drift across 
the track or lean in and take it sharp. This 
makes hairpin corners extremely tricky. Some 
of the less demanding tracks are okay, 
but most of them are more 
complicated than the game 
engine can handle, so the 
only way to get round 

them is to slow down 
further than you can 
really afford. The 
screen update could 
be quicker too. 

On a more positive note there’s an awful lot 
here and it’s very well presented. I like the way 
you’re unceremoniously deposited out of the 
game if you trash your bike too, but 
personally I’d wait for Psygnosis’s 
Prime Mover , or get RVF Honda 
instead. 

Make sure you get a good 
qualifying time — it sets your grid 
position. 





I This platformer 
is extremely 
primitive — and 
l that’s no joke. 








FINI5H 



i 


■ Sluggish 3-D 
and unresponsive , ^ 
controls? — on v 
yer bike! 
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■ (Left) The elu¬ 
sive cog which 
Morph must find 
on each level, 
before heading 
for the exit. 
(Below & Right) 
Treasure chests 
contain extra 
items and trans¬ 
formations. 


■ remember the days of Morph, that little 
Plasticine fellow who amused many a child 
between Tony Hart’s patronising art lessons. 
Ironically, this new title has no connections with 
the clay-based one, but this is no bad thing, as 
Morph is very original and entertaining in itself. 

Professor Krankenpot, like many other 
inventors, is quite mad. But, after several duff 
attempts at designing new machines, the prof 
hits upon a fantastic discovery: a teleporter! 
Excited with his latest creation, Krankenpot 
invites his nephew Morris — Morph to his 
friends — to come and witness the teleporter in 
action. But disaster strikes the gathering as 
Morph becomes so besotted with the machine 
that he eagerly jumps onto the teleport platform. 
One freak bolt of lightning later and the young 
lad changes into a mass of transforming 
molecules, able to take the shape of various 
states of matter. Not at all perplexed by his new 
appearance, Morph volunteers to reconstruct 
the teleporter which, courtesy of the lightning, 
has exploded. Your task, then, is to guide 
Morph through four areas, picking up the pieces 
of teleporter — it’s his only chance of returning 
to normality. 

A time for change 

Morph can change into four states of limbo’: 
Solid — a heavy cannonball; Flexible — a 
rubber-ball-type affair; Liquid — a slooshing 
glob of water; and Gas — a floating cloud-like 


■ (Right) Arrows 
only let you pass 
one way, causing 
additional compli¬ 
cations. (Below) 
The intro 
sequence shows 
how Morph was 
zapped by the pro- 
fessor’s machine. 
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m Good level design is the name of the 
game with puzzlers, and Morph benefits 
from some fiendishly puzzling layouts that’ll 
really have you scratching your head. 
Often, you think you’ve got it sussed, only 
to realise you’re stuck in a place without the 
necessary transformations. This could have 
been frustrating but for the ‘joker’ transfor¬ 
mations which allow to at least see more of 
the level without being able to complete it 
— a really good idea. Morph looks as good 
as it plays, too, with bright, colourful graph¬ 
ics and some very amusing animated 
‘death’ sequences. It’s a polished puzzler 
that’s a lot of fun to play: I reckon ra - 
we’ll be kept busy doing tips on BMl|| 
this one in the next few issues. ■ 


■ (Below) Morph runs 
out of transformations 
— he only has a limit¬ 
ed number of these 
for each level. 


found to open locks, switches flicked to 
activate devices, maps collected, and 
stopwatches grasped to freeze the time limit — 
a tight two minutes per level. 

Graphics are both clear and detailed, with 
the four states of matter reacting differently to 
the various traps: they burn, sink, crumble, 
burst, plummet, evaporate — the lot, 
and all done with humour and style, 
k Each area has six levels, which 
^ may not sound much but the 
\ large size and fiendish 
n difficulty setting ensure it’s not 
ji one to be finished in a hurry. 
M Eventually, the difficulty 
could prove to be 
Morph's downfall. At 
Wm/ JM/ times, it’s very tough and 
^ ^although this is an essential 
element of addictive puzzlers, your brain can 
only take so much before logical thought 
develops into frustration. This isn’t helped by 
the absence of a password system, and getting 
through the 24 lengthy levels is no mean feat. 
Thankfully, you’ve infinite continues and have 
the option to visit any of the four areas, so it 
ain’t too bad. And anyway, what’s a puzzle 
game without some headaches? It’s 
the essence of fun that matters, and 
Morph is overflowing with it. 


state. Each form is affected differently by the 
many everyday objects that litter the areas. 
Spikes, for instance, burst Morph Flexible 
whereas Morph Solid can run over them without 
harm. Of course, this ‘paper, scissors, stone’ 
method works for and against the different states. 
Morph Solid will instantly 
sink in water, and yet 
Morph Flexible can Hfcl 
float. 

It’s all a case of applying / 
the correct metamorphic / 

transformation to each 
situation. Swapping l 

between them is simplicity \ 

itself, thanks to an easy * 
control method: to change 
shape, fire is pressed along with 
one of four joystick directions. It’s not 
all easy going though, as Morph has a limited 
amount of transformations per level, and if this 
amount (displayed in the status bar) is 
exceeded, Morph’s atoms go walkies. Extra 
‘joker’ transformations are obtained by collecting 
stars, but even though these keep Morph intact, 
the level can’t be properly completed if more 
than the prescribed number of changes are 
used. 

Flexible friend 

The idea behind Morph is unique, and it’s good 
to see these original concepts put into practice, 
to make both an interesting and highly playable 
arcade/puzzle game. There’s so much more to 
do than what first meets the eye. Keys can be 


W Getting ^ 
through the 
24 lengthy 
levels is no 
sjnean featj 




TIP TIME! You can go into the 
heaters and freezers more than once, 
eg to change from a solid ball to a gas 


and vice versa. 


■ Polished and 
extremely playable^ 
Could even convert] 
non-puzzle fans. 

























































welcome to the next level 



Now you can have your own personal computer chair ; designed 
specially for serious game players. Sit in real comfort 6 cms off 
the floor in the perfect position. It even collapses into a flat neat 
pack so you can store and transport it. 

WELCOME TO THE NEXT LEVEL 

AVAILABLE ONLY IN BLACK 

ORDER BY PHONE NOW: 0272 767630 

(24 HOUR CREDIT CARD HOTLINE) 

OR BY POST 


Please send me.Computer Chairs. I enclose a 

cheque/postal order made payable to: Home Entertainment 
for £.or please debit my Visa/Access Card No. 


Expiry Date./.Signature. 

Name. 

Address. 


.Post Code 


Tel No 


Computer Chair. Price £24.99 each 


Please add £2.50 per chair for P & P 


TOTAL 



Now send completed 
coupon to: 

Home Entertainment 
PO Box 1842 
London N6 5AS 


HOME ENTERTAINMENT 


Please allow up to 28 days for delivery. E&OE Goods supplied subject to availability. 

,. A .. Occasionally our customer lists are offered to carefully screened companies whose products 

Ah impact or services may be of interest. Should mailings not be of interest please advise us. 
















































brutal and inhuman, 
s an exciting subject 
lames alike. Sadly, 
it plain dull. 
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■ Nice to look at, 
but the 


gameplay’s a 
joke! 
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The marsh 


COHORT II 
IMPRESSIONS 
£25.99 
1/2 PLAYERS 
STRATEGY 


< 


■ Impressions, 
£25.99 


H ey, sexy screens... you don’t get 

sprites like thatX oo often in a wargame, 
do you? Things are looking up, eh? 
Wargames are losing their anorak reputation 
and dragging themselves 
kicking and screaming 
into the ’90s, right? 

WRONG! That bloomin’ 
battlefield view ruins Cohort 
II, turning a potentially neat 
(if limited) strategy outing | 
into a ‘pretend’ wargame for 
Norman Schwarzkopf 
wanna-bes. 

Cohort //features 12 set 
scenarios, a choice of terrain and 
compatibility with Impressions’ Sim City clone 
Caesar. The set skirmishes are simple 
battlefield affairs that don’t recreate any 
historical conflicts. Cohort If s only impressive 
function is as a data disk — as a stand-alone 
event it’s just too thin. More of this later, let’s 
explore the game. 

Your warriors are controlled using a collection 
of icons. The user interface itself is extremely 
clumsy. You spend half the game clicking away, 
the real-time action conveniently stopping for 
you to give your orders. You have a choice of 
views: a large-but-sparse affair showing the 
whole of the battlefield, and a more localised 
screen highlighting the action at a specific point. 
In gameplay terms the close-up map is all-but- 
redundant as you see far too little of it to plan 
any realistic strategies. Good animation can’t 
hide the sheer uselessness of this section. 


Perhaps 
the biggest 
fault is the way 
ou control youi 
troops 


simplistic in the first place. With army icons 
you can tell at a glance whether the troops 
are archers, cavalry, infantry etc, but here all 
soldiers look the same on the main map (a 
cute little flag), and on the close-up you can’t 
see enough of the battlefield to plan your 
tactics. 

Perhaps the biggest fault is the way you 
control your troops. You can order 
them individually (which takes 
forever) or in groups as 
designated by the 
interface (which are 
seldom the ones you 
want), and when moving 
you can only march them 
in one of eight 
directions, or head 
directly to a chosen 
point on the battlefield. 
To make a squadron march past an enemy 
group lying west of their position, turn to the 
right in a hook-shaped manoeuvre and 
attack their rear (standard military move), 
you need to send them south, stop, turn 
them southwest, stop, turn west, stop, turn 
northwest, stop and turn north. This is 
highly tedious and a big incentive against 
any real forward planning. 

Don’t get me wrong, I’m not saying 
wargames should look like they were 
programmed on a Commodore 64 in 1985, 
but Cohort II is a clear example of how NOT 
to update the genre. As a data disk for 
Caesar it MIGHT be worth getting if you 
hate the computer-controlled battles, though 
I can’t honestly recommend it at all. 

Lack of depth and an intrusive 

interface make this a real turkey. [ M ^ | 


Cohort If s attempt to improve wargames 
graphics clearly shows why they were so 


Instead. 


Buy Historyline 


■ The glitzy 
graphics try 
to increase 
the realism, 
but often end 
up in a 
confusing 
mess. 























































up and hitting certain blocks (shades of 
Mario). Usually you only gain a points bonus 
but sometimes there’s a star which can be 
thrown at baddies, and a sceptre which 
transforms our hero into a prince, making 
him faster and able to execute a useful kick. 
The most powerful collectable is the crown 
which turns him into a king. The now-regal 
one can then run faster, jump higher and 
utilise a limitless supply of throwing stars. 
Another bonus is that he can now enter the 
throne rooms dotted around, to collect even 
more extras. 

This is the first commercial release by a 
. programming team previously 

known for their PD work, and 
^ borrows heavily from the 
Mario series. 
Scrolling is 
exceptionally 
smooth and 
graphics crispy clear, if 
a little bland. Unfortunately 
gameplay simply doesn’t match up. Boasting 
neither the speed of, say, Zool or the 
addictiveness of Trolls, the game seems a bit 
characterless. True there’s a lot in there, but 
it’s been slapped with a very steep price tag 
for the enjoyment it offers. I can’t see many 
people having the patience to sit igj] - 
and play through to the end when IH 
playability is so limited. 


■Oh woe is me, another platform game 
that looks like it’s auditioning for a console. 
Unfortunately, it would be received just as 
badly on a cart as on the Amiga, as its 
entire structure is just so jaded and 
formulated. There’s little left in this genre to 
improve on but Woody’s World makes no 
attempt at generating sparks of originality. 
Consequently each level looks so familiar 
— surely there’s some other way to gain 
points than collecting gold coins and hitting 
hovering blocks! Its influences are so 
obvious, Woody may as well be kitted out in 
blue spikes and dungarees. As it happens, 
the sprites aren’t bad, but spoilt by pathetic 
backgrounds — void of detail in many 
areas. Woody’s World is ideal budget 
material, but for a full-price ; 
release, the same old ideas just QBK 
don’t wash. ■ mmm 


W oody’s World, Woody’s World, party 
time, excellent! Oops — apologies 
for the poor-quality opening gag. 
Rest assured, this game has absolutely 
nothing to do with certain baseball-capped 
American teenagers: the star of the show is 
Woody, a little elf who dreams of competing in 
the next elfin Olympics. A dream that’s in 
serious danger of going outta the window now 
the magic crystal which protects the land has 
been lost. 

In his hour of need, the king summons 
young Woody to his palace where he _ 

explains the terrible 
state of affairs to our 
little friend in hope 
that he might utilise E 
his athletic abilities to 
retrieve the crystal and 
restore peace and tranquillity to 
the once serene kingdom. 

Listening only vaguely to His Majesty’s 
tales of woe, Woody’s thoughts lie firmly on 
sporting glory: the elf-like fellow accepts the 
challenge and sets off on his adventure. An 
adventure that’ll take him through 60 levels of 
mazes and platforms, not to mention reams of 
nasty creatures out to halt his progress. 

Woody blocks 

At first the only way Woody can dispose of 
baddies is to jump on their heads, but various 
add-ons can be found to enhance his 
capabilities. These are revealed by jumping 


> The game 
i seems a bit 
characterless 


TIP TIME! Experiment with jumping 
into walls to find lots of secret 
passages. 


■ ...And I 
think to 
myself, what 
a wonderful 
world... Well, 
maybe not. A 
mediocre 
platformer, 
Woody’s isn’t 
as polished 
as Superfrog . 


■ Unoriginal and 
not very addictive 
— get Superfrog 
instead. 
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Super Mario Kart is now more mobile! Fully playable game, 
including a split-second digital watch to keep track of your 
fastest laps. 


MARIO T-SHIRT 
£5.49+p&p 31-005 


LEGEND OF ZELDA £8.99+p&p 32007 

Link travels the underground complex to slay the Dragon. 

Collect weapons to destroy the Menagerie of Meanies. 


SUPER MARIO WORLD £12.99+p&p 32009 
Mario and Yoshi travel over seven game worlds to save 
Princess Toadstool from the clutches of the evil Koopa. 
Includes headphones! 


SUPER MARIO BROS £8.99+p&p 32006 
Battle against Bowser to save Mushroom World in this fast 
action, multi-level platform game watch. 


TETRIS £8.99+p&p 32008 

The ultimate Russian brain-teasing puzzle is now available 
on a watch! Fast reflexes and a clear mind are required to 
complete this game of strategy. 






(Nintendo*) 


SQUARED CIRCLE 
ORDER HOTLINE 
0908 262366 


Look here! Great-value 
Nintendo super goodies! 


SUPER MARIO KART GAME WATCH 
£12.99 + p&p 32011 


©USEE) 


.L GAME 
ES INCLUDE 
UNCTIONAL 
L WATCH* 


SUPER MARIO BROS. TALKING 
ALARM CLOCK £16.99+p&p 32002 
“Wake up! It s time to leave Dreamland!” 
announces Mario. Features 
computer game music, 

4-event digital clock and 
“Snooze” button. 

TIME BOY KEYFOB 
£4.99+p&p 32010 
Novelty miniature 
Game Boy is an LCD 
Watch on a keyring. 




MARIO MADNESS T-SHIRT MARIO SWEATSHIRT 


LEGEND OF ZELDA 3D WATCH E5.49+p&p 31-009 E8.99+p&p 31-001 

£5.99+p&p 32005 

Flip open the 3D-moulded Zelda figure to reveal a five- SUPER QUALITY T-SHIRTS & SWEATS AVAILABLE IN SIZES: 

function LCD digital watch. 7-8,9-10, 11-12 & 13-14 yrs. 


I 


[H0WT00RDER 

For fast service on Credit Card 

Sales call 0908 262366 

9.00am til 5.30pm Monday to 
Friday or send your order by 
post to the address below 


Postage & packing 

Goods totalling under £5.00 please add £0.75 
over £5.00 please add £1.50 
over £15.00 please add £2.50 


Our Squared Circle guarantee means that if you are not completely satisfied with any item you purchase you may 
return your purchase in its original condition within 14 days. We will refund your money or exchange the item. N.B. 
Computer games may only be returned if they are faulty. 


CARD NUMBER 



EXPIRY DATE 


ISSUE NUMBER (SWITCH ONLY) 


squared Cheque or postal order enclosed made payablle and sent to: 

SQUARED CIRCLE LTD 
18 VINCENT ADVENUE, CROWNHILL, 

MILTON KEYNES MK8 0AW 


VISA □ MASTERCARD □ ACCESS □ SWITCH □ 


ITEM 

CODE 

SIZE 

PRICE 

TOTAL 

























MR/MRS/MISS 

INITIAL .SURNAME. 

TOTAL 

P&P 

TOTAL 

ENCLOSED 


ADDRESS. 




NAME OF RECIPIENT.AGE. Please tick here if you do not wish to receive 

DELIVERY ADDRESS (IF DIFFERENT FROM ABOVE)... other mailings □ 


Signature, 


Date. 


working days from receipt of order. 




















































■ Eat and sleep 
at the inn (Right) 
or train 
characters 
(Below-left) for 
combat against 
baddies (Below). 


Annoying flaws spoilt the original Amiga 
Ishar and it’s disappointing that they haven’t 
been corrected for the enhanced 1200 ver¬ 
sion. In fact, not a lot’s changed at all apart 
from the obvious graphical tweaks and a 
slightly faster running speed. Finding your 
way around the landscape is still a problem, 
as the dog-eared map doesn’t even show 
your position. Another major annoyance is 
the way you can be attacked by invisible 
enemies, often losing characters before you 
can escape. It’s a shame the combat sys¬ 
tem wasn’t changed altogether, really, as 
clicking on ‘attack’ for each character is tire- 
somely simplistic — whatever happened to 
the overhead strategic combat used in earli¬ 
er RPGs? If only such bugbears j ra r 
had been corrected, Ishar could SHUjli 
have been a great game. ■ 


■ ISHAR — LEGEND OF THE 
FORTRESS 

■ SILMARILS/DAZE 

■ £29.99 

■ 1 PLAYER 

■ ROLEPLAYING GAME 


IP The 
graphics are 
little short of 
w amazing m 


■ Silmarils/Daze, 


update, the graphics are little short of amazing. 
The extended colour palette means the trees 
look like trees and not painting-by-numbers 
interpretations, The clouds are wispier and 
moodier, and the mist effects — wow! The 32- 
bit version also boasts improved sound and a 
faster running speed. 

As stated earlier, the original version of Ishar 
contained two serious flaws. Firstly, the on¬ 
screen map is terrible. An omni-shaded brown 
fiasco, tracing your path around the land of 
Kendoria is like orienteering with a piece of 
used toilet paper! Recognisable landmarks are 
few and far between, too. A full- 
colour map as part of the 
packaging or an auto-map 
facility using far detail 
would prevent a lot of 
traipsing around. 
Secondly, the (realtime) 
combat system is fun 
but limiting. Like 
Abandoned Places 2 
you have to click on an 

icon to make each character attack, so in effect 
they’re taking it in turns — a ‘universal attack’ 
icon that allowed every available member of the 
front rank to strike would be a real boon. I didn’t 
appreciate being killed by an invisible creature 
either. 

But for these two flaws, Ishar could I M | 
easily be a ninety percenter. .. don’t *• 


W hen first released, Ishar amazed 

fantasy roieplayers with its innovative 
character system and astounding 
atmosphere, but also irritated with needlessly 
frustrating flaws. Almost a year on. the game’s 
been updated for the A1200, offering a perfect 
opportunity to correct these errors and create one 
of the best RPGs ever to hit the Amiga. Silmarils 
grabbed the opportunity with both hands, let it slip 
through their fingers and 
tarted up the graphics 
instead (cliches — avoid 
’em like the plague). ) J® 

Unlike most RPGs, you 
start the game with a single 
fighter and recruit other party 
members as you find them. 

There’s no character 

generation at all. You can recruit W 

up to five people (including the fighter) 
and dismiss anyone who’s not pulling their 
weight. Again breaking from RPG tradition, the 
characters don’t always get along. Dwarves, for 
example, don’t like elves so recruiting members of 
both races is a recipe for disaster. This is a great 
touch, adding a whole new dimension to 
computer roleplaying. Look out for the excellent 
spell system too, where spells are mixed from 
various foul ingredients (eye of newt, tail of frog, 



> 


i 1 | 
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■ A potential 
world-beater let 
down by a couple 
of flaws. 


you just hate it when that happens? 


etc), as advised in the ‘recipes’ found along the 
way. 

Subtle shading 

As could be expected from an A1200 


TIP TIME! Follow the river to find a 
bridge (because the Kendorians don’t 
like roads). 
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Transarctica' s one of those games that’s I 
fun to play without getting you totally I 
engrossed. The main annoyance is the | 
tedious train-battle subgame: it takes an I 
absolute age for your little soldiers to move p 
across to the other train, then walk along its 1 
many wagons to dynamite the guns and p 
barracks — what happened to the A1200’s ’ 
supersonic speed? It’s a pity this section 
doesn’t have a time accelerator like the 
main game’s. With this, scooting around the 
rail network, trading in such exotic com¬ 
modities as mammoth dung, is an enjoyable 
pastime. Any A1200 enhancements are 
purely cosmetic, but then this game style 
doesn’t really demand 32-bit technology — I 
still long for a game to use the machine to 
the full. Though a good game, A1200 
Transarctica is merely jumping on 
the ‘slightly enhanced version’ 
bandwagon. 1-i — 


■ Silmarils/Daze, 
£29.99 

C all me a trainspotter if you wish, but I like 
this game. No really, I do — its 
combination of E//te-style trading and 
KGBesque adventure makes a fine change 
from alien blasting. Though not without faults 
it’s certainly on the right 
track (ouch — Ed). 

Set in a self-induced 

ice age, the Earth is a Will 

constantly frozen planet VIM 

surrounded by a thick UltlOll tl 

cloud layer — the Sun m*u 

hasn’t been seen in to bias! 

centuries. The aim of the aMm** A 

game is to discover as much !fi© 1 

as possible about the disaster 
that befell Earth, and if possible 
reverse its effects. Beware — the powerful 
Viking Union, a huge conglomerate that 
controls the world’s railways (now the only 
source of communication) will do everything in 
their power to stop you. Stealing a train, you 
begin your long journey, profitable trading 
keeping it on the rails while you explore the 
legend of the Sun. 

Transarctica boasts some stunning static 
graphics, although few are interactive. The 
heart of the game lies in building up your train, 
establishing trading links with various 
settlements, and discovering more and more 
about your quest. There are many locations to 
explore: trading zones, industrial centres where 
you buy wagons for your train, mammoth 
markets (literally!), and a whole lot more. 


Viking 

Union trains try 
to blast you off 
the tracks 



»> « »t f» <« «> ><BaBiBr gragtgsaa. 
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■ (Above & 
Below) The 
scrolling map 
screen shows 
tracks, 
tunnels, 
bridges and 
cities. 


Enemy lines 

It’s not all trading, however. Viking Union trains 
try to blast you off the tracks — you did stock up 
on soldiers, mammoths and artillery wagons, 
didn’t you? Long journeys require lots of coal, so 
keep those tenders well stocked, and you’d 
better get a greenhouse wagon to provide fresh 
food for the crew too. Certain routes are blocked 
by landfall, fallen bridges or sabotage. Have you 
enough rails, slaves and mammoths to 
clear it? If not, you won’t get 
through. 

The game isn’t without its 
||g|£ tVV Despite some 

JL outstanding graphics, you 

fOU off spend most of the time 

■ looking at the least exciting 

ppKS screen in the game, and 

driving the train (checking 
boiler pressure, feeding 
coal, etc) soon becomes a 
needless irritation. Not that these drawbacks 
stop it being a neat little strategy number. Being 
mouse-driven it’s easily accessible, and its laid- 
back pace is enjoyable. The arcade combat 
sequences are a little too laid back (read ‘dull’), 
but you can turn those off if you wish. 

Aside from the improved sound, graphics and 
running speed, there’s nothing new on the 
A1200 version. If you’ve got the game (and an 
A1200) already it’s not worth 
upgrading, but it’s a worthy purchase i| 
for strategy fans who missed it first 
time around. m 

® TIP TIME! Carry some rails around to 
mend gaps in the track. 


TRANSARCTICA 
SIMARILS/DAZE 
£29.99 
1 PLAYER 

STRATEGY/ADVENTURE 





■ Extra lignite can be obtained from 
one of the many mines discovered, 
but you need slaves and mammoths 
to haul it up to the surface (Above). 


■ An interesting 
combination of two « 
game styles that f 
works pretty well. 
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■ NIPPON SAFES 

■ GLOBAL SOFTWARE 

■ £29.99 

■ 1 PLAYER 
ADVENTURE 


■ Global Software, 
£29.99 

ME dventures, eh? Don't you just lurrve 
I 'em? I can remember when they 

I consisted of screenfuls of text, and you 

I manipulated your environment by typing short 
I sentences like GET SWORD or CLIMB ROPE. 

Then came graphic adventures, basically the 
I same but with static illustrations, but the advent 
of the 16-bit computer brought on-screen 
animation and mouse-driven point-and-click 
interfaces. Improvement? Detriment? You 
decide, but there’s one adventuring adage that 
will never change — a good game MUST boast 
j strong, logical puzzles. Alas, the designers of 
I Nippon Safes have hidden very thin gameplay 
behind excellent atmospheric graphics. 

Nippon Safes is really three loosely 
connected adventures in one. Before starting 
| you choose your character, 

| a dumb dame called 
Femme Fatale, Doug the 
! dubious tech-head, or 
big, bold Dino — a former 
; boxer who’s as thick as two 
j short planks and too nice 
I for his own good. Each 
| character starts fresh out of 
i prison. You’re given no 
i indication of what you’re meant 
to be doing, but as all three characters 
are down on their luck you can assume it 
I involves a ‘get rich quick’ scheme. All three 
explore virtually the same locations but diverse 
abilities make the adventure different for each. 
You can’t swap between them during the game 
but you occasionally meet one of the others 
going about his or her business independently 
of the player, a neat touch that adds a real 
feeling of being there. 

Unfortunately the game as a whole doesn’t 
live up to its huge potential. The user interface 
is nothing short of a disgrace, with its clumsy 
clicking and limited options. It won’t even let 
you drop an object! To leave a location 
you click on the edge of the screen. 


The 

heart of the 
game just Isn't 
there 


Fair enough, but in most games the pointer 
changes shape in some way to indicate an exit, 
but not here — be prepared to leap locations 
by mistake. It doesn’t change when the disk is 
being accessed either, a silly flaw that leads to 
untold irritation. 

Cryptic conundrums 

Where Nippon Safes really falls flat on its 
oriental orifice is in the puzzles department — 
they're just too obscure. When you play Dino. 
one of your first tasks is to open a door in a 
museum by pressing buttons in a set order. Set 
by what I can't imagine, 'coz the only way of 
finding the correct combination is trial and error. 
When you've sussed it you enter a museum 
store room and find you can lift all the exhibits 
except one. Despite being told to look after 
them, the only way of getting it is to destroy one 
artifact by abusing another, and to cap it all, the 
solution isn't even logical. 

As stated earlier, you start with very 
little idea of what you're supposed 
to be doing. This isn't a bad 
thing in itself, but you often 
manipulate objects and 
enter locations simply 
because they’re there. You 
haven’t a clue why you 
need the 

aforementioned museum 
exhibit, but you need to 
solve a problem to get it so 
it must be useful. This destroys all sense of 
freedom and leaves you in no doubt you’re 
treading the paths the programmers intended. 

Nippon Safes boasts ace cartoony graphics, 
hilarious animation and some excellent 
atmosphere-enhancing touches, but the heart 
of the game just isn’t there. I look pp 
forward to Dynabyte’s next offering, j J , 
though — there’s no reason why it 
shouldn’t be a killer. 

TIP TIME! The code for the 
museum door is; 

(press the ones marked X). 


■ A blindingly 
good game on the 
surface, but very 
weak underneath. 


■ Excellent graphics do not a good 
game make, though they do fool 
most of our rivals! Very average. 
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FREE P.D. FOR LIFE 


THIS MONTHS FREE P.D. AVAILABLE UNTIL JUNE 30 


FPD500 

Assasins 46 

(+) 1200 

FPD525 

A-Gene 

(+) 1200 

FPD550 

Brainstorm Muskland 

FPD575 

FPD501 

Assasins 47 

(+) 1200 

FPD526 

Tronicad VI.0 

(+) 1200 

FPD551 

Octostuff 

(+) 1200 

FPD576 

FPD502 

Assasins 48 

(+) 1200 

FPD527 

Golf recorder 

(+) 1200 

FPD552 

Playsid 

(+) 1200 

FPD577 

FPD503 

Assasins 49 

(+) 1200 

FPD528 

Bon appetit 

(+) 1200 

FPD553 

Digital Debussy II 

(+) 1200 

FPD578 

FPD504 

Assasins 50 

(+) 1200 

FPD529 

Captionato 

(+) 1200 

FPD554 

Classical Music (A) (+) 1200 

FPD579 

FPD505 

Assasins 51 

(+) 1200 

FPD530 

Cyclops 

(+) 1200 

FPD555 

Classical Music (B) 

(+) 1200 

FPD580 

FPD506 

Assasins 52 

(+) 

FPD531 

P-Suite 

(+) 1200 

FPD556 

Born to be Free 

(+) 1200 

FPD581 

FPD507 

Assasins 53 

(+) 1200 

FPD532 

Stock Analyst 

(+) 1200 

FPD557 

German Ray Trace 

(+) 

FPD582 

FPD508 

Assasins 54 

(+) 1200 

FPD533 

Spectrum Emulator(+) 1200 

FPD558 

Kelly S/S 

(+) 1200 

FPD583 

FPD509 

Castle of Doom 

(+) 1200 

FPD534 

ST Emulator 


FPD559 

Sonic 

(+) 

FPD584 

FPD510 

Eternal Rome 

(+) 1200 

FPD535 

M-Cad 

(+) 1200 

FPD560 

Super Ham Cars 

(+) 1200 

FPD585 

FPD511 

Holy Grail 

(+) 1200 

FPD536 

Imploder V4.00 

(+) 1200 

FPD561 

Art of Med 

(+) 1200 

FPD586 

FPD512 

Thrallbound 

(+) 1200 

FPD537 

Icon Mania 

(+) 1200 

FPD562 

ST 90 Samples 

(+) 1200 

FPD587 

FPD513 

Cashfruit 

(+) 1200 

FPD538 

DBW 

(+) 1200 

FPD563 

ST 91 Samples 

(+) 1200 

FPD588 

FPD514 

Mr & Mrs 

(+) 1200 

FPD539 

Busy Bee/Tree Frog(+) 1200 

FPD564 

ST 92 Samples 

(+) 1200 

FPD589 

FPD515 

Ethos 

(+) 1200 

FPD540 

CXI Spaceship 

(+) 1200 

FPD565 

ST 93 Samples 

(+) 1200 

FPD590 

FPD516 

Airmania 

(+) 1200 

FPD541 

Magician II 

(+) 1200 

FPD566 

House Samples 

(A) 

FPD591 

FPD517 

Lam 

(+) 1200 

FPD542 

Newtons Cradle 

(+) 1200 

FPD567 

House Samples 

(B) 

FPD592 

FPD518 

Leedings demo 

(+) 1200 

FPD543 

Walker vs A2000 

(+) 1200 

FPD568 

House Samples 

(C) 

FPD593 

FPD519 

Lexcess 

(+) 

FPD544 

Crazee Gloo 

(+) 1200 

FPD569 

Audio Magic 3 

(+) 1200 

FPD594 

FPD520 

WWII Facts 

(+) 1200 

FPD545 

Star Wars (+) 1200 Imb 

FPD570 

Audio Magic 4 

(+) 1200 

FPD595 

FPD521 

Colour the alphabet (+) 1200 

FPD546 

Fleet Manoevre(+) 1200 Imb 

FPD571 

Atoms 

(+) 1200 

FPD596 

FPD522 

Treasure Search 

(+) 1200 

FPD547 

Kuli Pen (+) 1200 Imb 

FPD572 

Weedie 

(+) 1200 

FPD597 

FPD523 

Learn & Play (A) 

(+) 1200 

FPD548 

Totally Wicked (+) 1200 2mb 

FPD573 

Amos Pro Update 

(+) 1200 

FPD598 

FPD524 

Learn & Play (B) 

(+) 1200 

FPD549 

Bird of Prey (+) 1200 Imb 

FPD574 

Shapes 

(+) 1200 

FPD599 


Unsporting (+) 1200 2mb 
APC Mission (A)(+) 1200 3mb 
APC Mission (B) (+) 1200 3mb 
Roadhog anim (A) (+) 1200 2mb 
Roadhog anim (B) (+) 1200 2mb 


100 64 Tunes 
Fusion Matrix 
Jesus on E's (A) 
Jesus on E's (B) 
Women Clipart 1 
Women Clipart 2 
Men Clipart 1 
Men Clipart 2 
Houses Clipart 1 
Houses Clipart 2 
Fred Fish 800 
Fred Fish 801 
Fred Fish 802 
Fred Fish 803 
Fred Fish 804 
Fred Fish 805 
Fred Fish 806 
Fred Fish 807 
Fred Fish 808 
Fred Fish 809 


(+) 

(+) 1200 
(+) 
(+) 

(+) 1200 
(+) 1200 
(+) 1200 
(+) 1200 
(+) 1200 
(+) 1200 


100 DIFFERENT TITLES NEXT MONTH AND EVERY MONTH 


Permanent lifetime membership - a one-off joining fee of £1.99 means you can choose from a minimum of 100 FREE P.D. titles each and 
every month for as long as there are Amigas and there's no need to purchase anything else - ever. It also includes our catalogue which has 
details of our entire library of over 2000 titles including the complete Fred fish, T-Bag and Assasins collections. 


All Prices 
Include P & P. 


Start your own P.D. Library 

This booklet explains the easy way to start your own P.D. Library 
with 1000's of titles for next to nothing. It costs just 99p and is 
only available from: 


5JS 



T 




Dept, P.D.4, Waterside Estate, Primrose Hill, Cradley Road, Netherton, Dudley, West Midlands, DY2 9RG 


There are Two ways to get your FREE P.D.: 


1. Round up all your unused and redundant disks 
(3 A DS/DD only) re-label with the numbers/titles 
you require and your membership number. 

Send them with the return postage(25p per disk) 
to Lickshot Software and we'll send them 
straight back with your FREE P.D. 


2. When you buy blank disks from Lickshot 
Software include with your order a list of titles 
you require and we'll put them on your blank 
disks FREE of charge. 

Lickshot Goldcard holders can now obtain our 
entire library of over 2000 titles by this method. 



SINGLE DISKS 99p 
10 DISKS £6.99 
25 DISKS £15.99 
50 DISKS £29.99 
100 DISKS £54.99 


Lickshot Goldcard 

Our entire library of over 2000 
P.D. Titles available FREE by 
method 2 with this card 

£ 9.99 

Valid for life 


Lickshot Platinum Card 

Provides the same privileges 
as the Goldcard and also entitles 
you to a 10% discount on all 
purchases 

£ 19.99 
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up on otherwise they run away out of reach. 
To get them, sidle up while they’re not 
looking. If they see you, quickly push the 
joystick up: this causes Jethro to stop and 
begin whistling nonchalantly to himself. It’s so 
excellently done you can’t help but adore it. 


F orget NKOTB, East 17, etc, The 

Beavers have the latest cool sounds to 
get you groovin’. Having taken the 
woodland music biz by storm, the river-bank¬ 
dwelling superstars are on a sky rocket to big 
bucks city. Of course you don’t get that kind 
of success without stepping on a few toes. 
Previous forest kings of swing, The Rabbits, 
aren’t too pleased at __ 

being deposed from 
the number one a . 

spot so they kidnap 

Beavers’frontman, j f 

Jethro’s beloved wife. The t 
only way the little lady will [ 
see daylight again is if The \ 

Beavers break up and V 
destroy all copies of their \ 
recordings. 

So it came to pass that young 
Jethro began a cuddly platform quest 
to rescue his other ’arf and keep the band in 
business. His main task is to collect the 
raccoon-skin hat on each level which is 
(apparently) the only way he can progress. 
Dotted around the levels are numerous gold 
stars which are collected to boost our hero’s 
charisma rating and, a bit more practical this, 
for every eight you find your energy bar’s 
topped up by one unit. 

Occasionally on later levels, special red 
stars appear: pick up three and receive an 
extra life. It’s not quite that simple, however, 
and this is where one of my favourite parts of 
the game comes into play. The red stars are 
^^^quite timid things and must be crept 


It has to be said things don’t get off to a 
particularly favourable start. Level 1 sees 
Jethro trying to get across a horizontally 
scrolling landscape as quickly as 
possible. The idea’s to avoid the 
1 screen catching you up, 

jag fM : I A otherwise wave bye-bye to 
\ a life. It may sound rather 
1 boring and pointless — 

1] and it is. 

Jl Gameplay-wise it’s 
all pretty standard 
stuff from thereon 

pMIIHII j n; sh ame | ess |y 

^^shallow fun, jumping 
from platform to platform while 
dodging a plethora of nasties. These range 
from cute little Frankenstein lookalikes to 
sharp-suited bears with revolvers. 

Passwords every six levels is a refreshingly 
welcome inclusion to the formula. They’re far 
enough apart to keep up the challenge, yet 
just about right to avoid major frustration. 

At this price Beavers just about does the 
biz, but if you’re not an avid czi 

platform fan think carefully before 
you buy. Mm*# 


TIP TIME Whistle while you work 
— Milo Jackson (editorial assistant) 
Er, thanks Milo. 


■ (Left) Jethro prepares to jump 
over the water — I thought beavers 
loved the stuff! (Below) The 
Beavers rock band strut their stuff! 


01 

Mr* 015 1 


OOQQ18H5 


■ Pesky rodents 
or lovable furry 
creatures? Who 
knows?, but 
this one can’t 
half jump 
around. 


Well, there’s one thing for sure, the sce¬ 
nario to Beavers is definitely original: the 
Rappin’ Rabbits and their rock sounds 
being knocked from the top of the charts. 
What is this, a statement from the program¬ 
mer regarding his thoughts on current musi¬ 
cal trends? So it’s somewhat of a letdown 
when the plot falls back on the age-old ‘sav¬ 
ing the damsel in distress’ formula. 

The gameplay ideas are hardly fresh 
either, but additional humorous touches 
rejuvenate the samey platform mould of 
recent years. Unfortunately, despite some 
interesting concepts, Beavers 
becomes very boring, far too fj 1 4 

quickly — sorry. L — * \ 


otxjsooie 


■ A ‘dam’ fine 
game? — no it 
doesn’t quite hold 
enough water. 



r uoutioeijy on • 
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J J Matches 
are shown by a 
screen with three 
fluctuating bar j 
V graphs r 


; I first saw Championship Manager when 
the two local programmers paid a visit to 
the then-ZZAP! offices. Even though it 
needed some tweaking, I was immediately 
impressed by the painstaking attention to 
detail. No other management sim offers 
such comprehensive player statistics and 
realistic human characteristics, eg a rebel¬ 
lious player may fall out with the manager. 
The 93 update offers even more realism 
than before, adding foreign players, player 
scouts, managerial job offers, updated team 
and player stats, to name but a few. 
Perhaps the game’s only weakness is the 
match representation — just a few meters 
for defence, midfield and attack power — 
but the text messages have been improved 
for a better match atmosphere. At the end 
of the day, the engrossing playa- ~ - 

bility ensures it’s top of the league 
of footy managers. ■ 


■ The most- 
detailed footy man¬ 
ager around just 
got more complex! 


mate gets into financial straits then buying his star 
player at a knockdown price is highly gratifying. A 
comprehensive transfer system not only allows you 
to approach English league players, there’s even a 
continental market as well. The easy-to-use tactics 
screen offers a vast number of different formations 
and strategies allowing you to make best use of 
players with minimal fussing around, although 
fussing around can be quite fun as there’s so much 
to see. 

Matches are shown by a screen with three 
fluctuating bar graphs representing defence, 
midfield and attack. At any time during a game you 
can bring up the match-stats screen displaying how 
individual players are performing: from here you 
have the option of making tactical changes and 
substitutions. All players are given a range of 
positions in which they like to play — putting them 
elsewhere means their performances will suffer 
accordingly. 

CMs main letdown is the speed. Long gaps 
between matches while relevant data’s organised 
can get on your wick. Even so it’s one of 
the most comprehensive games of its 
type I’ve seen and fans should lap it up. 


seems a bit steep to say the least. I thought I’d left 
all that behind me along with my beloved Speccy 
(sadly RIP). 

So, having made a cup of coffee, wandered 
aimlessly deep in thought and finished off the last of 
Friday night’s curry I finally sat down to begin 
mv/ career as a footy supremo. 

Manager or 
mouse? 

The game is painlessly 
mouse-controlled with 
menu-panels bringing up 

^ myriad different screens. In 
fact the level of detail in the 
game is little short of 
phenomenal. All club 
tournaments, domestic and 
European, are included. First, second and third 
division play-offs are catered for, as are minor 
competitions such as the Anglo-ltalian cup. 

Up to four human managers can participate, 
which really adds to the flavour. Waiting till your 


■ Domark, £25.99 


H ere we go again, I thought as this one 

cliched its way onto the hallowed turf of the 
FORCE office: three disks made heavy by 
the weight of innumerable 
figures, stats and skill 
ratings. Manager games 
are a regular riot with the A- 14g| 

Forcers as we fight to bring 
the top players to our 
respective sides, kind of. The 
Championship Manager 
experience begins with the 
usual options, load game, start 
new season etc. Happily avoiding 
the quickstart mode (I mean, who wants 
to be Man Utd anyway?) I selected the Wolves, 
but nothing could prepare for what was to come. 
Okay so it’s got a dozen statistics for all current 
squad players in the league plus career records 
and reserve teams, but still the 20 mins (approx) 
the computer takes to initialise all its variables 


TIP TIME Establish a settled 

team and phase in new players slowly or 

you won’t know where you’re going wrong. 
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Hey, ^ 
it's summer!^ 
The time of ^ 
year when love « 
is in the air, the 1 
AMIGA FORCE crew \ 
down the pub, and 
the smell of dog 
-poo and mowed 
grass lingering on 
the breeze. If you 
can't stand the sun 
or smells and prefer 
to play on your 
Amiga, perhaps 
you need to see 
some PD? A 
JAMES PRICE 
tells all. 


ASSASSINS 

#71 

■ Roberta Smith DTP 


T he Assassins disks are becoming a 
permanent fixture in this section: every 
month, there’s something new (and 
usually courtesy of Roberta Smith DTP). 


FA Cup First Round 


Wyconbe 


1-1 Barnet 


SOCCER 

CARDS 

■ Roberta Smith DTP 

S ome games make the mistake 
of passing the curious or 
original and entering the 
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S ome games make the mistake stir 
of passing the curious or ftre 

original and entering the 
ridiculous. Soccer Cards manages £}* \ 

to fit all three bills, and all in glorious Rea 
AMOS vision. Hallelujah! 

The gameplay itself is orientated 
around a typical English FA Cup competition, 
the most curious aspect of this being that the 
programmer is Australian! Despite his 
distance from our sunny shores, he’s 
managed to include all the authentic clubs 
•.«, (from non-league 


P1ynout 

Lincoln 

Br iffhto 

Fulnan 

Hudders 

Uokingh 

Swansea 

Bolton I 

Ro chela 1 

Whit1ey 

Shrewsu 

Rotherh 

Mrexhan 

Harlow 

Scarbor 

Wivenho 

Maidsto 

Reading 


FA Cup Tail'd Round 
Villa 5-1 South 


to premier 
division) and has 
devised a strange 
method for them 
to reach victory. 

Once you’ve 
chosen five teams 
to control (or more 
if you’ve a friend 
playing) you’re 


<^0 

About Ton! 


So you think you want to know who Ton is? 
If you knew bin, you'ud run and hide at 
the sound of his nane. Little children 
SCREAM and CRY for their nother when he is 
around. He is the epitone of evil incarnated. 


To find out click the left nouse button. 


I sunk YOUR Destroyer 


Nevertheless, the quality of at least one of the Numerix is the first offering-, based on the Numerix plays like the 



games on each disk is high — so who cares? 
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board-game Skirrid. The board that the game’s 
played on is covered by a mixture of boxes — 
either blank or numbered. On the right-hand 
side of the screen is a collection of shapes for 
both players (be they human or CPU)to place on 
the board. Any numbers underneath are 
attributed to the person responsible for covering 
them. 

Of course, if you could place these varied 
shapes on the game surface at any point, things 
would be too easy and ultimately pointless. 
Therefore, any piece deposited must connect 
with another, meaning intelligent and careful 
play is required to beat any sound-minded 
opponent — such as the clued-up CPU. 


classic board game, and I’ve 
no doubt will attract a more 
mature-minded 

gamesplayer, leaving your N . 

typical joystick junkie 
(whatever that may be) 
stone cold. 

Speaking of classics, it 

was inevitable that I’d get to ;l v: | £■ % 

see an Amiga version of Z.\ 

Battleships at some point — 

although the ‘imaginatively’ jj_jp|_ 

titled Battleship! owes more " ^ 

to the pen-and paper-original than the plastic- 
and-pegs commercial version. After placing your 
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my key to continue 


shown the first- 

1-3 stoke city round draw, with 

^ Ji u _ ..... your teams (or at 

1- 0 Northampton least those in the 

2 - 0 wba lower divisions at 

3=1 wit ton this stage) shown 

wn i-l Leyton T 0rlent highlighted. Tapping 
i=2 Huii f city Clty a key t aka s you into 
0=2 Hayes ff * ity the actual game, 

0-2 ci*ewe Aix where the relevance 

2-1 Crawley Town of the Cards in the 
title becomes 

key it * ontinue obvious. These are 

placed in a row towards the bottom of the 
screen, and both teams take turns in 
selecting one. Three events could arise from 
this choice: a goal, miss, or the final whistle 
(ending the game). Of course, the positions 
of these are randomised before each fixture, 
so each match is purely a matter or luck. Not 
that this is too much of a problem, as the 
game’s real charm is its simplicity. Little 
touches, such as a graphical representation 
of what your card has resulted in, scream out 
for Brownie points — they're not the best 
examples of what an Amiga can do, but for 
Soccer Cards, they work. 

Don’t hope for the earth if you order it, 
because you’ll be woefully disappointed. 
However, if you’re looking for a different 
variation on the footy theme... well, it’s 
cheap, isn’t it? 


— —|- 222 * - ships on the 

— -1-I— simplistic m 

~~ ~ board, you 

_ ,_ take turns with 

— -|- the computer 

-- to make shots 

: i at the invisible 

- enemy — just 

as you’d expect to, really. It’s a 
functional rendition, if little else; a little 
bit of graphical 
. glitz or the odd bit of 
: presentation wouldn't 
i have gone amiss. 

VS Tanks is an 
I altogether awkward 
] development on the 
ancient Tank Attack game 
for the Atari VCS 2000 
^ i console. For a start, it 
uses mouse control for 
; your tank, so getting 
through those gaps is a 
little too cumbersome for 
comfort — although the slow response is largely 
responsible for this. Click a mouse button and 



wors iri 

■ Mfrwfci Smith SW 


ven though I’m 
not a fan of the 
band, I can see that this tribute to them 


may appeal to those who are. It’s basically a 
slide-show, comprising digitised shots of the 
rock legends in various poses, and a few album 
covers. It’s Shareware, but a mere £2 
registration fee will ensure you receive Queen 
Demo #2. Yeah, like great... 



mmmm mm—mmm—m your tank rolls in 

the appropriate 
direction; a quick 
n| I I stab of the other 

I | results in gunfire 

■ ; from your rotating 

turret. This can be 
: utilised to its limit 

■ 3 ' j by shooting 

Jj I assorted computer- 

' ~ " operated tanks that 

roam (seemingly) aimlessly around the maze. 

Each level sees another enemy added to 
your opposition, and this is all very fine and 
well. What I find puzzling is that the basic- 
looking maze flashes incessantly during play 
— and as we all know, that’s a great way to 
cause all manner of headaches and maybe 
worse. However, I doubt you’ll want to come 
back after your first few goes — the pedestrian 
pace and simplistic gameplay offer little to 
entice you again. 

Assassins #71 isn’t the best in the series, 
but Numerix is certainly worth a look, with 
Battleship! being a passable version of the 
family favourite. What more can you say? 



et another collection of PD 
and Shareware, starting with 
the two-player combat game, 
Boomerang. Strangely enough it’s a 
variation of the Tank game on the 
Atari Combat cartridge, ironically 
arriving in the same month as VS 
Tanks on the Assassins #71 compilation. It’s a 
far superior effort though, and despite the lack 
of a player vs CPU option there’s fun to be had 
if you’ve got a friend handy. 

After selecting your maze, the single-screen 
combat gets underway. Rather than having an 
unlimited supply of firepower to destroy your 
opponent with, you’ve got a single boomerang. 
This can be fired in a straight line, as projectiles 
usually are, but manoeuvred in any direction in 
mid-flight. Should it hit a wall, it remains there 
until collected — leaving you defenceless, and 
adding a strategic element to the gameplay. 
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Lore of Conquest is the only Shareware title 
included, and (almost) justifies its $10 
registration fee by offering more depth than its 
peers. After beginning by choosing your 
respective planets (alas, it’s two-player only) the 
strategic nature of the game is revealed. 

With income raised from those under 
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your control, different 
classes of ships can 
be purchased to help 
you overthrow your 
opponent. For 
example, a scout 
ship would be fine for 
claiming new planets 
(and speedy with it) 
but utterly lacking in 
any attack or defence 
capability. This is where the threateningly 
named Dreadnoughts come in handy, although 
they’re almost painfully slow at interplanetary 
travel. The ships in between these two offer a 
compromise; for example, a cruiser could offer 
defence should its home planet be attacked, 
and yet still rush to the aid of another at a fair 
speed. While none of 
this will set the world 
alight, LOC is a fair 
effort... though 
arguably not worth 
the asking price. 

Shark is a mouse- 
controlled game 
requiring the player to 
click on the screen to 
send their shark in 


ZALYCON 

■ Roberta Smith DTP 

B efore I go any further, I’d just like to 
compliment the people responsible for 
Zalycoris music score. While it’s not 
really my kind of listening (I prefer something 
a little more sedate, like Mudhoney or 
Nirvana) it’s still far better than any other PD 
tunes I’ve heard to date, with the exception of 
Crazy Sue. It also complements the excellent 
presentation, even though most of it’s tied to 
the rather contrived plot. The interlevel 
sequences are possibly the best though, 
explaining what’s in store for the next stage... 

...which isn’t very much. Zalycon may 
come on two disks, but during my tour of both 
I found little enjoyable action. Technical 
wizardry, yes — the speed of the scrolling 
during the first level dodge-’em-up is great — 
but unfortunately, it’s not enough to save the 
insipid gameplay from turning off 
gamesplayers moments into the second 
section (an overdifficult Moon Buggy clone). 

Get it for the presentation and sonics — 
who knows, maybe you’ll disagree with me 
and love it to bits? 


that direction. 

Without any 

kind of objective, this would 
become rapidly tedious — 
and for your further 
entertainment I give you... ta 
daaa! Perch. Steer your 
carnivorous piscine pal into 
the path of these innocent victims (making sure 
his mouth is on target) and hurrah!: the big¬ 
toothed one has a snack. It’s different I 
suppose, but I can think of better ways to pass 
the time — Sharks too basic to be that 
enjoyable. 

The Gerbil Game can only be described as 
both mad and useless. Moving your target on 
screen, you’ve got to shoot the 
bouncing furry bundles of fluff as 
they ricochet around the display. 
Fortunately, it’s not as sick as it 
seems, as there’s two kinds of gerbil 
— rabid and normal. Shoot a frothy, 
dishevelled little rodent and you’re 
rewarded with ten points, but 
beware — if you get too trigger 
happy and hit a healthy fellow, 15 
points will be deducted from your 
score. ‘Oh great’ you’ll say, and shortly 
afterwards, you’ll reset your Amiga to load Star 
Trek — The Action Game... 

...even though that won’t exactly bowl you 
over. For a SEUCK effort, it’s not too bad (the 
stuff I’ve seen before now has been awful) but 
it’s a limited shoot-’em-up at its best, and an 


start where shooting the 
offending debris is essential 
to your survival. Sadly, 
questionable collision 
detection makes a mockery 
of the clever effect (I’ve not 
seen this attempted before) 
and, unless you’ve the 
patience of a saint, you’ll be reaching for that 
reset faster than warp factor nine — even if the 
engines canna take it... 


V' w 


DTP 

Orders (or catalogue requests) can be sent 
to... 

190 Falloden Way 
Hampstead Garden Suburb 
London 
NW11 6JE 

Disk and duplication cost a trifling 90 pence, 
with a 50p charge towards P&P. Yahoo! 


HEX HEROES PD 

23 Woodend Lane 
Stalybridge 
Cheshire 
SK15 2SR 

Prices are just £1.20 per disk (p&p included) 
and they also offer discounts on certain 
collections such as the Soundtracker one. 

More 

PD please! 
Whatever you 
can offer, as 
I little or as much 
as it is, l # d like to 
see it. Just bung it 
in an envelope 
(along with the 
appropriate 
information) and 
send it to: James 
Price, AMIGA 
FORCE, Impact 
Magazines, 
Ludlow, 
Shropshire 
SY8 1JW. 

See ya! 























W hen you see the fluent animation in Delphine’s 
latest action adventure, Flashback, you can 
understand why they call the programming 
technique ‘Cinematique’. The graphics are so good (surely 
the best yet on the Amiga), it really is like watching a movie 
— only you’re the star! In this action-packed epic, only now 
released in the UK by US Gold, you play the lead role as a 
scientist trying to escape from an alien planet. Your 
character has an incredible number of beautifully animated 
actions: ranging from picking up and manipulating objects, 
to jumping across gaping chasms and shooting seven 
shades out of the baddies. It’s a mesmerising mixture of 
logical puzzles, interactive adventuring and all-out action 
that’ll keep you hooked for months and months. 

In fact, it’s so involving you’ll probably need to take a 
break every so often (if you can pull yourself away from the 
screen). And what better way to relax than see how the 
professional screen heroes and heroines do it? Yes, the 
lucky winner of this competition will receive £50 worth of 
vouchers for their local cinema: enough to see 
approximately 16 films! In addition, ten runners-up will 
receive US Gold goody bags, packed with games, CDs and 
posters. 

All you have to do is unscramble the names of these three 
well-known movie stars... 


1.SO SHORT ANNE 

2. CRAZED ANGLER GROWS HEN 

3. NOR FOR RADISH 


Send this coupon to FLASHBACK 
COMP, AMIGA FORCE, Impact 
Magazines, Ludlow, Shropshire 
SY8 1JW, to reach us no later than 
7 August 1993. 

Name............ 

Address... 


My local cinema is a (UCI, Odeon, 
MGM etc). 
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Dear Phil, 

I think your magazine is fantastic. Since I’ve 
read Issue 3 I have raided the newsagents 
each month for the next issue. I think you 
should cut down the number of Cut-Out ‘N’ 
Cheats. Really, what use are they? I think it’s 
silly to fill the mag with cheats when it’s 
already got enough of them. Keep them but 
throw away some of them. Also some of the 


Welcome to the brightest and 
breeziest letters section around. As 
you can see, we’ve expanded the 
Tips Bits section to run along the 
bottom of these pages. Next month 
there should be more room, and if 
we receive enough Tips Bits it may 
even get its own section. In the 
meantime, keep sending those 
letters to FORCE 9 MAIL, AMIGA 
FORCE, Impact Magazines, Ludlow, 
Shropshire SY8 1JW. As an extra 
incentive, there’s now a prize for 
‘Letter Of The Month’! 


CUT-OUT 'N' 
KEEP 

Dear Phil, 

I am writing to you about a letter you had in 
Issue 5. It was saying get rid of the cheat cards 
and it was written by Mark B. from London. I 
disagree with him completely: the cheat cards 
have helped me an awful lot. I do agree that if 
you cut them out they’re a pain in the neck, but 
it doesn’t say you have to cut them out, now 
does it? 

Also I would like to comment on pages 6 and 
30. On page 6 in the ‘Zool Coin-Op’ column on 
the 19th line you have made an error of putting 
off twice. On page 30 with The Simpsons , why 


do you give it 78% and you say There are more 
savouring things to be found down a sewer’? 
With Doc Croc you say the same thing but only 
give it 45%. Why is that? 

One more thing, I would like to know is, (and I 
feel I am the only one who doesn't know this) 
but what is a Replay? I would really like to know, 
and where would I get one from! 

Apart from your little mistakes you have a 
good magazine, and a nice cheap one at that. 
Keep up the good work. 

William Evans, Caernarfon, 

Gwynedd. 

J Sorry about those 
mistakes, but nobody’s 
perfect (apart from 
Markie, our designer — 
or so he claims!). 

Obviously, the comment 
underneath The 
Simpsons rating is the 
wrong one — it should 
read: ‘Not quite “Aye 
Carumba!” but a good 
arcade adventure with a 
great animated intro.’ 

An Action Replay Mk 
IV is a fiendish device 
that plugs into the side 
port of old Amiga 500s. 
though sadly there’s 
nowhere to insert it on 


an A600. Available from Datel Electronics (0782 
744324) for £39.99. it can be used to input 
infinite lives pokes (like the ones we printed). It 
can also slow down the game action, and grab 
IFF pictures and sounds from some games. 

Phil 

NEXT IN LINE? 

Dear Phil, 

I have recently finished reading the May issue of 
AMIGA FORCE. As I expected it was excellent. 
This being the reason for me buying the 
magazine. The part which I enjoy the most in 
the magazine is the 
reviews section. This is 
why I am writing to you. 

Whilst reading 
through the magazine I 
came across the review 
on Historyline 
1914-1918. What 
interested me was at. the 
end of the review, Phil 
(the reviewer) said he 
couldn't wait for the next 
instalment in the 
Historyline series. I am 
a great fan of Historyline 
and Battle Isle. What I 
am wondering is, what 
is the name of the next 
instalment, when will it 



amiea 


BE UITH Vflll 


% w 


♦ 

& ' 


w* 


Birmingham’s Andy Jones turns his 
hand to the AMIGA FORCE logo — he 
insists he didn’t use a scanner. 



As requested, this month Tips Bits gets bigger so we can 
print more of your tips queries and answers. If you’re having 
trouble with any Amiga game, send us a note detailing your 
problem, and (if we can’t solve it ourselves) we’ll print it for 
another reader to (hopefully) solve. Send your questions, 
answers and tasty tip titbits to Tips Bits, AMIGA FORCE, 
Impact Magazines, Ludlow, Shropshire SY8 1JW . 


ZOOL 



■ We have been trying, 
without success, to operate 
the ‘Chupa Cheat’ (Issue 5, 
page 71) to get onto difficult levels of 
Zool. 

Our machine is a new Amiga 600, 
but try as we might your instructions 
will not work. Why? 

This is the second of 




your magazines we have bought but 
the first ‘cheat’ we have tried, and to 
be honest it does not give us much 
confidence as the the content of the 
rest of the material. 

K Plumbly 

■ Oh ye of little faith, 
Kevin/Ken/Karen/Kilroy (I do wish 
people would use their first names!). 
The Zool cheat most definitely does 
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work — we couldn’t have done Issue 
2’s mega-maps without it! Let’s go 
through it once more... On the intro 
sequence (the bit where Zool hangs 
from the game logo) type in 
GOLDFISH — the screen should 
briefly flash blue to indicate the cheat 
mode is working. Now press FI to 
select World 1, F2 for World 2, F3 for 
World 3, F4 for World 4, F5 for World 
5, F6 for World 6. You can also 
press 1-3 to choose which level (on 
that world) you start on. Now press 
fire to start on the selected world and 
level. During play, press 1 —fora 
shield; 2 — to skip to the next level; 

3 — to skip to the next world; or 4 — 
to lose a life. 

FANTASY 
WORLD DIZZY 

■ I have compiled a partial 
Fantasy World Dizzy guide 
for Andy Arch of Melsonby 


(Issue 4) and anyone else who may 
find it useful. Here goes! 

Collect the bread and water, which 
you have to use on the flames. Pick 
up the boulder and jump up to the 
platform where the rat is. Drop the 
bread in front of the rat and it will run 
away. You can jump up into the next 
room then. Jump onto the far left 
ledge and you will find a lever. Pull it 
and the portcullis (bottom left) will 
move up and down. For now, ignore 
this and jump up into the next screen. 
Jump over the gap to the right and 
you should be near a table which you 
can leap onto. Walk left as far as 
possible without falling off the table. 
Jump left and... Yessss! Just made it! 
Keep jumping till you find some stairs. 
Just above here is a meaty bone: pick 
it up. 

Now go all the way back to the 
portcullis and walk through till you get 
to the Armourog’s den. Drop what 
you’re carrying on the roof of the den 
















reviews you do that have like 18% for their 
rating, I think shouldn’t be put in the magazine. 
They’re a disgrace to the Amiga. 

Christopher Bassant, Folkestone, 
Kent 

■ I don’t understand your criticism of our 
reviewing poor games, surely we have a duty 
to inform our readers to avoid such titles and 
not waste hard-earned cash? 

As for what you say about Cut-Out ‘N’ 
Cheats, many readers say it’s their favourite 
section! 

Phil 


be released and what is it about? 

I hope you can answer my questions as I 
enjoy playing strategy games and need a new 
one to finish. 

Jonathan Kilner, Barnsley, South 
Yorkshire 

Blue Byte say they haven’t yet determined 
what historical era the next Historyline game will 
be based on. The good news is that they’ll 
shortly be releasing Battle Isle '93: Moon Of 
Chromos. Not to be confused with the 
forthcoming sequel, ’ 93 is an interim product to 
keep Battle Isle fans happy. Selling at the lower 
price of £25.99, it’ll feature 25 two-player levels, 
8 one-player levels, new maps, new music, new 
units and animated sequences. Watch out for a 
full preview soon. 

Phil 

CHOC-ICE AND 
CHEATS 

Dear Phil, 

I have been a reader of your mag since the very 
first issue, and cut my cheat cards out of every 
issue. Sadly while dashing for a ice-cream van, 
they tragically spilt out into a puddle and were 
all ruined. Since buying or playing the games 
featured in the Cut-Out l N’ Cheat section I have 
wondered how I could get hold of all these 


useful pieces of paper. I wonder if anyone who 
lives in Blackpool would like to sell me them? 

Whilst playing a game in the last few days a 
system request came up saying “Not a dos disk 
in device dfO:” I am not entirely sure what this 
means and wondered if this was a virus or a 
fault in the disk. Is there any way of recovering 
these programs easily and cheaply. 

Simon Cottle, Blackpool* 

If several games are doing this, there might 
be something wrong with your drive — it may 
need cleaning. However, if it’s just the one game 
that’s not working, you should be able to send it 
(with the packaging) back to the software house 
and ask for a free replacement — most 
companies offer this service. 

Sorry to hear about your cheat cards — can 
anyone help? 

Phil 

REISSUED 

ISSUES 

Hello Amiga Force, 

Okay, so Issue 1 is sold out, and meanwhile 
those of us who do not have that issue are 
missing out on some great game tips. Problem 
solved: how about saving one page per future 
issue to reprint cheat cards etc from Issue 1? 

All the best. 

James Laird, Falkirk 

Dear Phil, 

Could you please tell me if you have any back 
issues of AMIGA FORCE. I have just bought 
Issue 5 and I wanted to congratulate you, to say 
what a superb Amiga magazine it is. I would be 
grateful if you could send me details on the back 
issues, eg price? I look forward to hearing from 
you. 

Nick Owen, Bexley Heath, Kent 

Dear Phil, 

Congratulations on your excellent magazine. I 
have got Issues 2, 3, 4, & 5 but missed Issue 1. 



and go all the way back through the 
portcullis and across to the the 
snappy happy ’gator, when his mouth 
is closed, jump on it and over the gap, 
then collect the boulder. Go back to 
the Armourog’s den and walk in! 
Quickly get the boulder and let him 
get you! On your next life, get in front 
of him, drop the bone and jump back 
up. Wait, then leap over. Proceed left. 
Wait for the bird to get to the right 
then go. Drop the boulders in the 
water top raise the bridge, then leap 
across. Get the potion from Dozy and 
carry it over the ’gator and crack it on 
the dragon’s head. Phew! Finished! 
Dave Meats, Darwen, Lancs 

■ Thanks for all that, Dave. It’s eggs- 
actly what we wanted! 

DALEK ATTACK 

■ Can you please help? Are 
there any cheats for Dalek 
Attack ? If I don’t have infinite 


lives soon it’s going in the bin. 

Mark Beetham, Ashton, 
Preston 

■ Don’t chuck it in yet, Mark. The 
cheat for Dalek Attack was printed in 
AMIGA FORCE #4. For 
invulnerability, during play type in 
ROGER MOORE AND OLIVER 
REED WERE NEVER GOOD 
SINGERS (including the spaces 
between words). It that doesn’t work, 
try substituting JAMES BOND for 
ROGER MOORE, or swapping the 
names round. Watch out, though: 
the Doctor can still die from a long 
fall. 

LEMMINGS 2 ■ 
RICK 

DANGEROUS II 

■ On Lemmings 2: The 
Tribes, how do move all the 
cannons and catapults on 




various levels? Please could you tell 
me how you do, because I’ve been 
trying to and wasting most of my 
arrows. I’ve tried it on the practice 
level, but I can’t. 

Mark Beharrell, Burnham- 
On-Crouch, Essex 

PS. Where can you find the bikes on 
Rick Dangerous II (you know, Rick’s 
Thunderbirds-style bike). 

PPS. Could you do a player’s guide 
on Lemmings 2 or a Lemmings 2 
Lifeline? 


one) on Level 4. Basically, just make 
your way down through loads of 
screens until you get to a lift. Go 
down in this and you should see the 
bike on the very next screen, where 
you can ride it safely down to the 
bottom corridor. 


INDY HEAT ■ 
FINAL BLOW ■ 


SHADOW 
DANCER ■ ALIEN 
'92 


■ Eh? You don’t need to fire arrows 
to move those cannons and 
catapults, Mark! just click on the on¬ 
screen arrows on the platform 
underneath the device to move it left 
or right. Fair enough, though, the 
Lemmings 2 manual doesn’t even 
mention this. 

Our complete Rick Dangerous II 
maps in Issue 4 show the exact 
location of Rick’s bike (there’s only 
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B In the Indy Heat manual it 
says the CPUs buy the best 
stuff but they don’t — all you 
have to do is get your engine and 
mpg up to full and you don’t have to 
pit when everybody else doe s. So 
you lap them 2-3 times. 









I’m going to get it. I buy our magazine every 
month, but don’t stick cover disks on the front of 
AMIGA FORCE, they get on my nerves! 

Dale Burman, Haddiscoe, Norfolk 

These are just a few of the letters pleading for 
back issues. So you’ll all be glad to see the new 
regular back issues section (on page 22 this 
month), where you can order any issue, 
including the elusive #1. 

Phil 


Dear Phil, 

I have read your magazine since Issue 2, 
although I missed the first issue (shame). I 
have enjoyed reading it. I adore the Cut-Out l N’ 
Cheat cards, but I wish you would stop 
repeating the same cheats all the time. It really 
almost makes me want to throw them out (but I 
can’t). I’ve been waiting for a cheat on Double 
Dragon III. Also, could you put the poster on its 
own — not with writing on the back because 
when I want to read whatever is on the back, I 
can’t. 

Adam Morris, Wales 

PS. The cheat for Granny on The Addams 
Family didn’t work, so could you put the cheat 
in the next mag please. 

■ We don’t usually repeat cheats, the only 
instance I know of being the Ugh! codes — 
we’d previously only printed some of them, so 
we decided to do the lot. We haven’t got a 
cheat for Double Dragon III, so it anyone knows 
one, please send it in. I know mutilating your 
magazine by pulling posters out is annoying, 
but obviously advertisers don’t want their ads 
on the back of posters so we have to use it for 
editorial material. The best idea is to read the 
back before you take out the poster! 

Phil 


WOOLLY WIT 

Dear Phil, 

I have bought every issue of your magazine. I 
have read through No 5 a few times now, and I 
wait with bated breath for No 6. As to your reply 
to Craig Turner, why not change it from ‘Force 9 
Mail’ to ‘Bag Of Wind’ (I don’t mean to sound 
cruel as this is a great section — it’s just another 
pun). Or you call it ‘Force Mail 9’ because every 
seems to think that’s its name anyway. 

By the way, I am a sheep. 

Marcus the Sheep, Newton Abbot, 
Devon. 

PS. I hope my breath isn’t too bated as I don’t 
want the shepherd complaining again. 

J How about ‘Mint Sauce’? 

Phil 

BEST BUY 

Dear Phil, 

I have bought the first four AMIGA FORCE 
magazines and I’ve always looked forward to 
reading every issue. 

As an Amiga owner I buy all sorts of Amiga 
magazines, but the best one I have bought yet 
is yours, AMIGA FORCE. I also wish to buy your 
future issues because they are cheap and a 
very good read. 

I hope your magazine stays the best buy 
because I think it should. Oh, and one more 
thing: your magazine has good comps in it as 
well. I have entered the ‘Our Price’ one and I 
wish to enter more. 

Mr P Zakrzewski, Yeadon, Leeds 

PS. Will you be publishing charts more regularly 
as you said you would in issue 4 of AMIGA 
FORCE? 

J Thanks for the praise, Mr Z. Our aim is to 
provide the best-value-for-money Amiga mag — 
and that means no rip-off coverdisks. 

You’ll be glad to know that the Gallup charts 
are now a regular feature. 

Phil 



Dear Phil, 

I thought I’d send this to you it is what a friend and 
I cooked up about console heroes Sonic and 
Mario. We have also compared them with Dizzy. 

1. Dizzy does not spend hours doing up his 
image, unlike a cruddy hedgehog with a blue-rinse 
hair-do and red pixie boots, or a pot-bellied Italian 
with an appalling taste in clothes. 

2. Dizzy does not require dodgy power mush¬ 
rooms or suspect power pills to boost perfor¬ 
mance. Mario and Sonic are both great substance 
abusers who don’t deserve to be computer 
heroes. If you ask me book them in to a detox 
centre. 

3. Mario requires the help of his brother Luigi on 


PUBLIC 

OPINION 

Dear Sir, I have enjoyed reading your magazine 
since its first issue and feel that it is well written 
and represents excellent value for money. 

However, I would like to raise a point about 
your ‘Going Public’ section. Although I was very 
pleased to see that you had reviewed my game 
Tetren in the May issue and found it to be 
‘probably the best version we’ve seen so far’, I 
felt that the reviewer hadn’t spend a great deal 
of time playing it. 

For starters, you spelt the name incorrectly 
throughout the review, despite the fact that you 
printed a screen-hot with the correct spelling on! 
I also get the distinct impression that only the 
first level or so was played. If the reviewer had 
played beyond Level 5, I don’t think that he or 
she would have said that ‘it doesn’t offer much 
different for people already owning a version’ 
(never mind comparing it to a Game Boy!), as 
there are over 25 totally original levels which are 
designed to start easy and gently progress to 
tax the most hardened Tetris player. Judging 


This Final Blow tip only works on 
Level 1 of the computer tournament, 
and requires an autofire joystick. 
Simply keep the autofire button 
down and pull diagonally down and 
right and the computer opponent 
only gets a couple of punches in. 
The ref does part you occasionally, 
but you just get stuck right back in 
there. 

Daniel Reid, Blyth, 
Northumberland 

PS. Do you have any cheats for 
Shadow Dancer and Blues Bros ? 
The cheats for Alien Breed ’92 did 
not work, so could you tell me 
exactly where to type them in? 

■ Thanks for those two tips, Daniel. 
You also requested a Body Blows 
guide, so I hope you like this issue’s! 

The cheat for Shadow Dancer (as 
printed in AF#2) is this: simply pause 
the game and type GIVE ME 


The Blues Bros cheat (also in AF#2) 
is obtained by typing HOULQ on the 
selection screen, then 1,2, 3, 4, 5 or 
6 for the desired level. On Alien 
Breed ’92, you need to find a 
computer, log onto it and type in the 
codes (you don’t have a cursor, so 
you can’t see what you're typing on¬ 
screen). 

THE ADDAMS 
FAMILY ■ THE 
SIMPSONS ■ 
LEISURESUIT 
LARRY III 

■ Type COWABUNGA on 
the title screen for infinite 
lives. To get rid of the bird on 
Jeremiah Springfield’s head, buy 
some rockets from the Novelty Hut 
and shoot it. 

Now I hope that somebody will be 


able to help me out with my queries. 
First off, how do you exit Level 1 in 
the Addams Family ? I finally 
managed to kill the end-of-level 
nasty only to find a locked door that 
I cannot pass. 

Finally, Leisuresuit Larry III has 
been driving me crazy for the last 
three years! How the $@#!% do you 
cross the rope to get Passionate 
Patsi to the other side of the canyon 
in the jungle? She gets halfway but 
then falls off because she can’t hold 
on any longer! 

Please, please, please, please, 
please can you help me? 

Sean Day, Milton Keynes 

PS. How about expanding Tip Bits 
to a whole page? 

PPS. The level codes you gave for 
Thunderblade on one of the cheat 
cards were actually for 
Thunderbirdsl 

PPPS. Yes, please do print the next 
level maps for Sleepwalker. 


■ Thanks for writing, Sean. We’ve 
already printed the Simpsons cheat, 
but thanks for your tips anyway. 

Sorry we can’t help you with The 
Addams Family or Leisuresuit Larry 
III — can anyone else? 

As you can see, Tips Bits has 
already grown — and the more 
letters we receive, the bigger it’ll get! 

Whoops, sorry about the 
Thunderblade/birds gaffe, but we’ll 
make up for it by bringing you more 
Sleepwalker X\ps shortly. 



■ In Issue 5, in the cheat 
cards section, you gave a 
cheat for Elite: ‘When asked 
for the password in the manual, type 
SARA, then the correct word. During 
play, press + on the numeric keypad 
in game (sorry, A600 owners) to 
enter the cheat screen.’ 

Well, for you A600 owners out 
there about to trade in your machine 


^INFI! 


INFINITES for infinite lives. 
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trips around koopaland, 
he’s got to be a bit of a 
softy. 

4. Sonic is a big girl’s 
blouse who goes around 
woodland animals. 
Secretly, he’s making mil¬ 
lions from merchandising and 
has admitted to his hairdresser that ‘All woodland 
animals really get on my spikes. They tweet and 
growl and coo and then poo all over the place. My 
agent advised me to stick to Glade fresheners.’ 

5. Sonic has recently got scared (on his second 
adventure) and got help from a bodyguard (Tails) 
so this means Sonic is soft as well. 

6. Hedgehogs have got zillions of fleas because 
they smell of crap all the time. 

7. You can cook a hedgehog if you cover it in clay 
and roast it. Now try doing that with an egg. 

8. Hedgehogs hibernate in really stupid places like 


■BMMWMIlHHiMaMHMMMHby 


bonfires so they get roasted on bonfire night. 

9. If you feed them bread and milk they die. HE 
HE HE! 

10. The Italians are always changing their minds 
— this is shown by Mario. 

11. Mario is not very careful, just look at 
Marioland 1 on the Game Boy: he has even lost 
his girlfriend. 

12. In order to play Mario or Sonic you’ll have to 
part with at least 25 quid. Dizzy can be yours for 
a mere eight. 

Mark Lambell, Birstall, Leicester 

■ Too right, Mark. And for such shining wit, you win 
a year’s subscription for ‘Letter Of The Month’. 

Now if anyone would like to send in drawings 
or computer pics of Sonic and Mario getting 
battered/squashed/mutilated etc, we’d be only 
too happy to print them. 

Phil 


This doodle of the mighty U.S.S 
Enterprise was done by Andy Jones, 
Halesowen, West Mids. 


WOT'S A 
BATTLECARD? 


Dear Phil, 


from the letters I’ve received, this seems to 
have been appreciated by its users. 

Whilst I appreciate that you cannot spend as 
much time testing PD games as commercial 
games, Public Domain is still a very important 
medium for a great number of people who can’t 
afford the high prices of commercial software, 
and as such, I feel that the reviews should be 
more accurately researched. 

I look forward to hearing your views on this 
subject, and I’m glad you liked Tetren , 
nevertheless! 

Andy Whiteley, Bath, Avon 

I Over to our PD correspondent, James 
Price... 

Amazingly enough, I do try to play PD releases 
as much as I can before writing appraisals (or 
otherwise), as it’d be unfair on readers if I didn’t. 
However, there’s a limited amount of space 
allocated to Going Public every month, and I 
can’t detail every aspect of every game included 
— otherwise, there’d be no space in the mag for 
anything else! Rest assured that I did see the 
later levels (with their added complications) but I 
must admit that in this case, I forgot to mention 


them (oops!). Sorry about that, but send us 
some more PD and I’ll make sure you get a 
more detailed review... maybe! 

James 

NO PITSTOPS 
ALLOWED 

Dear Phil. 

I would just like to congratulate you on your mag 
and to say thanks for your piece on Desperately 
Seeking Software. I rang Computer Cavern's 
number and managed to get hold of a game I 
have been after for a year. Do you know if an 
old C64 game Pitstop 2 is available on the 
Amiga? How about having a bigger Tips Bits 
section? 

Keep up the good work, your mag is brill. 

Lee Saunders, Reading, Berkshire 

I Sadly the classic (and wrist-killing!) Pitstop 2 
was never released on the Amiga. As you can 
see, Tips Bits has grown, and may get bigger 
yet! 

Phil 


I think your mag is very good and I buy it every 
month, but i missed the first issue. I think that it 
would be worth reprinting issue one. you could 
put the price of the issue up so that you wouldn't 
be losing out. 

I thought that Antony Persaud was a total 
idiot, buying a black and white printer thinking 
that it was a colour one. 

Your Cut-Out N’ Cheat cards are really good, 
keep them coming! Why not have a 'Letter of the 
Month’, where the sender of the winning letter 
gets something free, eg one-year subscription to 
this mag, software or a joystick. And why not put 
something better on the front of the mag, eg 
stickers — what are those crappy Battlecards 
supposed to be? And what do you do with 
them? 

Carl Walker, Doncaster, South 
Yorkshire 

I You can order Issue 1 from the back issues 
section on page 22 of this very mag. From this 
month on, there’s a free subscription to be won 
for the ‘Letter Of The Month’, so keep ’em 
coming! If you want to know more about 
Battlecards, read Issue 3’s feature on them 
Phil 


for one with a keypad, you don’t 
need to. Instead of pressing V on 
the keypad (not that you can, 
anyway), you press the ‘Help’ button 
which does the same trick. Now you 
just continue with the codes. 
Incidentally, here are some more if 
you still can’t shoot up those nasty 
old Thargoids... 


Byte 

Value 

Effect 

23 

02 

large cargo bay 

IF 

46 

7 light years of fuel 

18 

FF 

loads of credits 

79 

01 

loads of platinum 

75 

01 

loads of gold 

5C 

01 

loads of computers 

4C 

01 

loads of slaves 


Keep up the good work in 
producing the most excellent Amiga 
mag in the world! 

Dave Greensmith, Cheshire 

■ Flattery will get you everywhere, 
Dave — especially with great tips 
like that. Keep sending ’em! 



■ Here’s the definitive Desert 
Strike cheat. Type 
BQQQAEZ on the password 
screen to start with ten lives. When 
you go to the map and then back to 
the game, all you weapons are 
replenished and our power is infinite. 

By the way, the level passwords 
are: 

Level 2 — AQQHMHW 
Level 3 — ALABHZI 
Level 4 — WEPVVJM 

Antony Reynolds, Stockport 

■ Ta very much for those stormin’- 
Norman tips, Antony. And many 
thanks also to Scunthorpe’s John 
Orr who sent in these codes: 

Level 2 —EQARHJZ 
Level 3 — EHKEJLH 
Level 4 — JTKKOME 
As John notes, different codes are 
given depending on your score. He 


also explains that you can enter the 
ten-lives cheat, return to the main 
menu, select password again and 
enter the level code of your choice: 
you now start the desired level with 
the cheat activated. Cheers, John — 
and we look forward to receiving 
your full game guide soon. 

FIRE & ICE 

■ Could you please tell me if 
there’s an infinite lives cheat, 
or level cheats? Please, 

please pretty please. 

W Hodkinson 

■ Sorry, W — does anyone else 
know of a cheat? 

LURE OF THE 
TEMPTRESS 

■ Please help me! I have 
been playing for months and 
I cannot find the flask that I 


need for the potion to change me 
into Selena. 

L Clapp, Beeston, 
Nottingham 

■ Please help. I have been playing 
this for about two years, I can’t get 
into the dragon’s den. Could anyone 
help? 

■ Do you know the answers to these 
two queries? Perhaps you’d like to 
send in a full solution. 

GOLD OF THE 
AZTECS 

■ I cannot control the raft on 
the second level. And please, 
a cheat as well if possible. 

Peter Simmons, Kenton, 
Harrow 


■ Can anybody help? A full 
solution would be nice. 
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Later this year one of our readers will be 
invited to go on a holiday of a lifetime 
- to just about anywhere in the world. 
It could see you basking in the Bahamas, 
or cruising in the Caribbean. It could 
be ambling around Australia, or 
night-clubbing in New York. 

Even trekking in Tibet, or 
pottering around the 
Pyramids. Literally, the 
world is your oyster ! 

It could be a holiday 
for one. Or for a whole 
family. Just as you wish 
- providing the total cost 
comes to no more than £3,000 
How do you go about winning such a 
fantastic invitation? Simply by completing 
the coupon opposite and handing it in to 
your newsagent. He will then enter it for 


this unique competition, in time for the 
draw which will take place on July 12. 

If you win you will be asked to 
holiday of your choice from any you 
offer - either nationally 

available from your local 

agent. There will be absolutely 
no restriction on the location, 
or the company you choose 
to provide the holiday. 

It will be entirely up to you 
to decide which is the right 
holiday to suit your tastes. 

And thatjs not all. As a thank 
j to your own newsagent, we 
will also be sending him two free 
tickets for a fabulous holiday in Paris, 
staying at a top hotel, going on a grand 
sightseeing tour and taking in a spectacular 
show at an exotic night club! 



AND IF YOU WIN, THERE’S A HOLIDAY 






































I wish to place a regular order for the magazine(s) I have ticked below: 
Please enter this form in the Europress Dream Holiday Competition 


WHICH MAGAZINE FOR YOU? 

ACORN - One of Britain's longest-running computer 

magazines. Acorn Computing (£2.95) is the pre-eminent choice 
for users of the Archimedes and BBC Micro. 

COMMODORE - Three magazines serve the dedicated Amiga 
fraternity. For games players there is Amiga Action (£3.95) and 
Amiga Force (£1.95), while Amiga Computing (£2.99) covers 
every aspect of this versatile machine. Owners of the C64 
will find all they need in Commodore Force (£2.95). 

ATARI - For the Atari ST enthusiast there are three 

magazines - ST Action (£3.95) for gamers, with Atari ST User 
(£.3.40) and Atari ST Review (£3.50) satisfying the more 
general ST owner. 

NINTENDO - The whole of the ever-expanding Nintendo 
scene is covered by N-Force (£. 1.95), while dedicated fans of 
the Super NES have Super Action (99p) and for Game Boy 
freaks there's GB Action (99p). 

PC - Most dynamic newcomer on the PC magazine scene is 
PC Home (£3.95), covering both business and leisure interests. 
PC Today (£3.95) is devoted to supplying practical solutions 
for the small businessman. 

SEGA - All the Sega games machines have their champion in 
Sega Force (£ 1.95), with Mega Action (99p) serving the needs 
of Mega Drive owners (to be launched on May 20). 


□ I shall collect my copy each month 

□ Please deliyer to my address: 

Name- 

Address - 


Postcode -Tel 


i Newsagent's signature or stamp 

□ Acorn Computing 

□ N-Force 

□ Amiga Action 

□ Sega Force 


□ Amiga Computing 

□ ST^Action 


□ Amiga ! orce 

□ ST Review 


□ Atari ST User 

□ Super Action 


□ Commodore Force 

□ PC Today 

j 

□ GB Action 

□ PC Home 


□ Mega Action 



My newsagent’s name and address: 


L 



MR NEWSAGENT: Please confirm this 
order and return the form to your 
wholesaler for entry in the prize draw 


I 

I 

I 

I 


j 


IN PARIS FOR YOUR NEWSAGENT TOO! 
























































Welcome to the AMIGA FORCE Tips 
Section. This month we bring you the first 
part of our comprehensive guide to Team 
17’s Body Blows — including the 
enhanced second version! We also give 
you tips on the Masterblaster phone-vote 
winner, Sink Or Swim, an expanded 
Lemmings Lifeline (with level solutions for | 
the original and sequel), and a seven-page 
spectacular on The Chaos Engine . All this, 

L and 36 more cheats to cut out and keep! 


GAME 

3D Pool 
After The War 
Alien Storm 
Army Moves 
Batman: The Movie 
Battle Squadron 
Bill’s Tomato Game 
Body Blows 
Chaos Engine, The 
Chaos Engine, The 
Continental Circus 
Crystal Kingdom Dizzy 
Damocles 
Defender II 

Defender Of The Crown 
Double Dragon 
Drivin’ Force 
Fighter Bomber 
Gem’X 

Historyline 1914-1918 
Kick Off: Extra Time 
Legend 
Lemmings 
Lemmings 2 
Light Corridor, The 
Line Of Fire 
Nick Faldo’s 
Championship Golf 
Ooops Up 
Pipe Mania 
Rambo III 
RoboCop 
Sensible Soccer 
Sink Or Swim 
Sleepwalker 

Spy Who Loved Me, The 
Supremacy 
Sword Of Sodan 
[ Torvak The Warrior 
^ta Celica GT Rally 


Cheat 

Codes 

Codes 

Cheat 

Cheat 

Cheat 

Tips 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 
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TYPE I 

Codes 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 

Tips 

Codes 

Tips/Maps 

Cheat 

Codes 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 

Cheat 

Codes 

Codes 

Cheat 

Cheat 

Tips 64 

Tips 

Cheat 

Cheat 


If 

Team 17's 
stunning beat- 
T'em-up is Knocking 1 
you black and blue, 
you can now fight 
back. AMIGA FORCE'S 
own tough guy, Milo 
Jackson, has compiled 
this comprehensive 
guide for the first 
seven fighters — in 
enhanced 


DAN/NIK 


Dan has learnt to 
control rage to 
produce bolts of 
pure aggression. 
Nik, being Dan’s 
brother, has also 
spent years 
perfecting the use 
of inner energies. 

SPECIAL 

MOVES 

Super Roundhouse 
Kick: This kick has 


Dan/Nik coming at you foot first, with a bolt 
of energy for impact. 

Deflector Bolt: Whilst jumping, a high- 
energy bolt surges from Dan/Nik, proving a 
potent attack. 

Inner Energy Bolt: Powerful means of 
attack and impossible to defend against. 
Power Punch: Effective move when the 
opposition is jumping at you. 


DAN/NIK V MIKE 

■ You need to do a lot of 
blocking in this fight. Try 
to cram in loads of Low 
Kicks, ducking any 


Whirlwind Kicks. Deflector Bolts are 
extremely useful. Watch out for Mike’s 
Whirlwind Punch — block it if necessary, 
then give him loads of body punches. 

Recommended Special Move: 

Deflector Bolt 


DAN/NIK V MAX 

■ Beware of this guy, he 
fires everything at you. 
It’s best to do a lot of 
blocking, and then use 


lots of body kicks and low kicks. Punches are 
pretty ineffective on him. Roundhouse kicks 
are very useful, but can leave you 
vulnerable. The Deflector Bolt is an easy way 
of draining his energy, but Max can catch 
you when you land. 

Recommended Special Moves: 
Deflector Bolt, Super Roundhouse Kick 


DAN/NIK V MARIA 

■ Maria is one hell of a 
women: when she does 
her special move 
(Flamenco Fury), defend 
yourself. Hit her back with a body kick and 
inflict some damage with sliding low kicks. 
Recommended Special Moves: Power 
Punch, Super Roundhouse Kick 


DAN/NIK V NINJA 

■ This Ninja’s special 
move can be very painful 
if it catches you 
unawares. Use your 


block to minimise damage, then kick the 
wind out of him. 

Recommended Special Move: Super 
Roundhouse Kick 


DAN/NIK V YITU 

■ Be alert, the computer 
will always do a special 
move, giving you no time 
to manoeuvre. Your only 
means is to block, then punch, and pack in 
loads of low kicks. 

Recommended Special Moves: 

Deflector Bolt, Power Punch 























Iron Uppercut 


U J J J ^JA 

B _ Junior 
might 
have been 
« banned 

from legal 
boxing, 
^ but he 

intends to show the rest of 
the world just who is the 
champion. 


^pH JUNIOR V YITU 

continuously. Put a few sliding kicks in as 
well. Combine these techniques and you’ll 
beat this guy. The Blitz is a very handy move, 
especially if has you cornered. 

Recommended Special Move: The 


This allows 

Junior to get get out of a corner if 
he ever gets stuck in one. Also 
helpful for finishing off 
opponents. 

I adore this move, 
you get a full-face view of a hand 
punching faster than a speeding 
bullet. 

This special move 
isn’t much cop. It’s just another 
glove coming at you at about 
four million miles an hour! Get 
ready to duck. 


V—JUNIOR V KOSSAK 

■ Instantly do a flying kick which will 
knock Kossak off his feet. If he starts 
ft aW- doing Earthcharges, jump in time to 

avoid being knocked down. Stand clear if 
he drills into the ground, and when he comes back up punch 
him straight away. Flying jabs are also a good way of 
attacking. When Kossak jumps at you, duck then kick him 
when he lands. 

Recommended Special Move: Iron Uppercut, The 


DAN/NIK V DUG 

I ■ Due to his substantial 
1 weight, Dug suffers a 
I manoeuvrability problem 

■ .— ‘ ' * and a lack of speed. Just 

repeatedly fling flying kicks at his head. Give 
him a taste of your Power Punches as well. 
When he does fling his weight around, just 
jump and avoid. 

Recommended Special Moves: Power 
Punch, Super Roundhouse Kick 


H JUNIOR V MARIA 

■ Junior’s most effective 
move is just a normal 
punch, sometimes 
followed by an Iron 
Uppercut. Flying kicks come in useful, 
especially when Maria’s doing the Flamenco 
Fury, as she has no defence once she starts 
her special move. 

Recommended Special Move: Iron 


H JUNIOR V MIKE 

■ Try and stop Mike from 
getting to close to you by 

Kick. However, if he starts 
to do his special move (Tornado), block it 
then do a low kick followed by a Roundhouse 
Kick. 

Recommended Special Move: The 

Blitz 


Uppercut 


JUNIOR V DUG 

■ Tempt Dug into doing an Earth Tremor, 
then give him a few flying kicks to his head, 
knock his senses from here to kingdom 
' 1 come, and voila, this bloke is history! Iron 
Uppercuts come in handy, especially when he’s about to Body 
Slam you. 

Recommended Special Move: Iron Uppercut 


■r^Bi DAN/NIK V 
K # KOSSAK 

■ This dude is hard: his 
-1 speed may be slow but 
. .I , watch out for his Driller 

Killer, which can be very dangerous. 
Roundhouse Kicks are very useful. When 
Kossak starts to drill him self into the ground, 
build up for an Inner Energy Bolt: when he 
comes back up you’ll fire one straight at him. 
Jump around a lot to confuse him, then hit 
him with a normal body punch. 
Recommended Special Moves: Super 
Roundhouse Kick, Inner Energy Kick 


fpl ninja 

■ Keep 

FTF l/IRr repeating 
flying kicks, block his special 
moves, then give him a taste 
of your low kicks. Throw in a 
few body kicks too. The Blitz 
knocks him down for a few 
seconds, just enough time 
for you to do a Fist Of Fury. 
Recommended Special 
Move: The Blitz 


np v| JUNIOR V MAX 

Fighting this near-invincible guy, you have 
I to be aware at all times. Avoid his Energy 
Wr Jm Bolts at all costs, and jump him when he 

^ flies at you on the ground. The Blitz is a very 
handy tactic if he gets you cornered. Normal punches are not 
very effective, but can also help you defeat him. 
Recommended Special Move: The Blitz 


Deflector Bolt 


Power Punch 


Super Roundhouse Kick 


























































































LORinr 


He shows the way 
through Buddhism, 
with his fighting 
techniques learnt 
from an ancient 
Shaolin Monk. 

SPECIAL MOVES 

Arrow Hand: Turns his hand into an arrow 
— dodge it like a bullet. 

Spinning Super Kick: Turns Loray into a 
spinning deathtrap. 

Flame Of Buddha: Converts all his body 
energy into a flame — easy to dodge, very 
harmful if hit. 


LORAY V DUG 

■ Use lots of Spinning 
Super Kicks, don’t give 
him a chance to even 
fight back. Flying kicks 


come in useful, especially when he’s about 
to fling himself at you. 

Recommended Special Move: 

Spinning Super Kick 


MARIA V MIKE 

■ Wait for Mike to 
approach: once he does, 
hit him with a Low Splits 
Kick. If he should try 
hitting back with a Tornado, just jump or 
avoid it. Also, a Low Splits Kick should knock 
him out of the Tornado. Jaw Breakers are an 
excellent way of defeating Mike. If you do at 
some point get caught in a corner, jump 
while splitting your legs. Be aware at all 
times for roundhouse kicks and Whirlwind 
Punches. 

Recommended Special Move: High 
Splits Kick, Low Splits kick, Jaw Breaker 


MARIA V DAN/NIK 

■ Block any threatening 
moves. Hit him with flying 
kicks, Low Splits kicks, 
and after you’ve knocked 
him down give him the taste of your 
Flamenco Fury. Pack in lots of Jaw 
Breakers, and defend yourself against any 
aerial attacks. 

Recommended Special Move: Low 
Splits Kick, Flying Splits Kick 


MARIA V DUG 

■ Use your excellent 
abilities to walk all over 
Dug. Combine flying 
kicks with Low Splits 
Kicks, plus Jaw Breakers to knock this 
weed off his feet. If, however, he attempts 
to hit you with a Battering Ram, just 
defend with a Low Sliding Kick. High Splits 
Kicks are useful, especially if you’re 
cornered. 

Recommended Special Move: Jaw 
Breaker, Low Splits Kick, High Splits Kick 


MARIA V NINJA 

■ High flying kicks are a 
very powerful way of 
punishing this fighter to 
his knees. Low Splits 
Kicks combined with Jaw Breakers are an 
extremely good method of defeating him. 

Use forearm slashes: these are one hell of 
an attack, and also a good way of defending 
yourself, especially if he’s performing a Ninja 
Death Roll. 

Recommended Special Move: Jaw 
Breaker, Low Splits Kick, High Splits Kick 


LORAY V NINJA 

■ Lure him to do a Ninja 
Death Roll, block this, 
then do a Low 
Roundhouse Kick. If you 
have time, give him a Spinning Super Kick. 
Another good technique is to plaster loads of 
high kicks at him. But the most effective way 
to defeat him is to do lots of high kicks. 
Recommended Special Move: 
Spinning Super Kick 


Flame Of Buddha 


Spinning Super Kick 


LORAY V MARIA 

■ Maria might look 
mighty, but can be 
defeated easily. Try and 
lure her into a Flamenco 
Fury (special move) then hit her with a Low 
Kick — this should knock her down. Follow 
this with a Spinning Super Kick. Flying kicks 
can be effective if she’s just recovering from 
one of Spinning Super Kicks. 
Recommended Special Move: 
Spinning Super Kick 


LORAY V KOSSAK 

■ Comparing these two 
fighters’ abilities: there’s 
a bit of a difference. 
Kossak is big and slow, 


whereas Loray is small and fast. Kossak will 
attack you straight away, so block any 
sudden moves he makes on you and hit 
back with lots of Spinning Super Kicks. 
Dodge any elbows coming your way, and 
plaster him with plenty of high kicks. 

Recommended Special Move: 
Spinning Super Kick 


Arrow Hand 


LORAY V YITU 

■ This guy can be really 
tough. Keep an eye out 
for his sliding kicks. The 
best way to defeat him is 
to force him down with lots of Arrow Hands. 
Flying Kicks are also useful, especially if he’s 
about to to a Super Leap, and Low Kicks can 
stop him from defeating you. 
Recommended Special Move: Arrow 
Hand 


LORAY V MIKE 

■ Try and avoid getting 
caught up in his Torpedo. 
Pack in lots of your 
special moves (Arrow 
Hand). Block his special move, then do your 
Spinning Super Kick. Low Kicks and lots of 
Low Roundhouse kicks can start to demolish 
his power bar. Also, high kicks come in 
handy if you’re in a bit of muddle. 
Recommended Special Move: Arrow 
Hand, Spinning Super Kick 


LORAY V MAX 

■ Don’t attempt any 
close moves against 
Max, or you’ll pay the 
price. Always jump 


around try to confuse him, then apply huge 
amounts of flying kicks, and flying punches. 
Any ground attack should be attempted with 
your arrow hand. 

Recommended Special Move: Arrow 
Hand 
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Don’t be swayed by 
her fragile 
appearance, this 
Madonna packs a 
real mean punch. 

SPECIAL 

MOVES 

High Splits Kick; Maria flies up into the 
air like a missile, and comes back down like 
one. 

Low Splits Kick- Just the same as the 
High Splits Kick except it comes at you 
lower. 

This is a nifty move. All of 
Maria’s body weight gets forced into her foot, 
which makes its way towards your face. 

The same as High 

Splits Kick, but Maria flies through the air so 
gracefully. 

What a move! Maria 

twists and twirls like a spinning top, straight 
at you. 


Km ... 


MARIA V KOSSAK 

■ Don’t even dare to 
exchange punches; 
Kossak is mean. If he 
starts to drill into the 
ground, be prepared for him to come up right 
next to you. When he does, hit him with a 
Low Splits Kick followed by a Jaw Breaker. 
Flying kicks are a secure way to win. 
Recommended Special Move: Jaw 
Breaker, Low Splits Kick 


MARIA V YITU 

■ This coward just 
keeps trying to plant 
flying kicks into you: 
duck or avoid any, 
then hit him with a Jaw Breaker. Throw in 
a mixture of sliding kicks — the fool will 
just keep launching himself straight at 
you. 

Recommended Special Move: Jaw 

Breaker, Low Splits Kick, High Splits Kick 


MARIA V JUNIOR 

■ Use High Splits Kicks 
right next to him: this hits 
him twice. When you 
come back down do a 
low sliding kick. Flying kicks are a very 
important tactic in this fight, especially as 
Junior can fire his gloves at you. Avoid any 
roundhouse kicks by just putting up a normal 
block. 

Recommended Special Move: High 
Splits Kick 


MARIA V MAX 

■ Always be alert, keep 
leaping from side to side 
performing flying kicks. 
Jaw Breakers are 
essential as they give you that vital time to 
attack in midair. Make the best of every 
available move. 

Recommended Special Move: High 
Splits Kick, Low Splits Kick, Jaw Breaker 


MARIA V LORAY 

■ This bloke’s a cinch. 
Start with sliding kicks. If 
he tries a Spinning Super 
Kick just defend with a 
High Splits Kick. Then try and pack as many 
body kicks in as possible. Duck or jump any 
Flames of Buddha, and never stay in one 
place for too long. 

Recommended Special Move: High 
Splits Kick 


Jaw Breaker 


High Splits Kick 


Flamenco Fury 


Flying Splits Kick 


Low Splits Kick 




MOVES 


fl7 f NKHHAMI 


Once you’ve battled 
your way through all 
these 

^ % fighters you 
have the 
task of 
fighting and 
beating T17: 
one hell of a 
robotic fighting 
machine. The best 
tactic is to get in 
close with lots 
of punches — 
get too far 
away and he 
fires missiles 
at you! 
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Far from being just 
full of wind, this 
executive really 
means business. 

SPECIAL 
MOVES 

j Whirlwind Punch: This is a punch that hit 
you like a whirlwind hitting a town. Impact! 
Whirlwind Kick: The title explains itself, a 
kick that’s as fast as a whirlwind and as 
strong as a tornado. 

Tornado It’s enough to make you dizzy, as 
Mike spins faster than a Catherine Wheel. 


Tornado 


1 V 


.. . , : 


Whirlwind Kick 


MIKE V YITU 

I ■ Keep on the attack with 
I body kicks and Whirlwind 
- WJj Kicks. Whirlwind Punches 
M i can be very effective if 
you happen to have Yitu cornered. But 
beware: if he’s trapped for to long he’ll use 
his Speed Of Light to bash his way out. 

Flying kicks are a very good way of attacking 
as Yitu mostly attacks an the ground. 
Recommended Special Moves: 
Whirlwind Kick, Tornado 


MIKE V NINJA 

■ Keep attacking in the 
air, but beware as this 
Ninja might just start a 
Ninja Death Roll. So it’s 


best to hit him with flying kicks just after 
you’ve knocked him down. Tornadoes are a 
very effective way of defeating this dude, but 
it might just leave you exposed for a few 
seconds. 

Recommended Special Moves: 

.Tornado, Whirlwind Kick 


Dug’s huge size 
enables him to do 
some very powerful 
moves, but the 
downside is a lack 
of manoeuvrability. 

j SPECIAL M0VE$s 

| Earth Tremor Thomp Thomp Ug, here 
comes Dug. What a move, it makes you 
groove, and then down with a thud. 
Battering Ram: Ohhhhh! it’s large, it’s 
Dug’s shoulder charge. 

Body Slam, Super Body Slam: What goes 
up, must come down, with one hell of a 
thwomp! 

Hammer Hook: Watch out for this, give 
’em a miss, two hands like a hammer, they 
will ruin your stamina. 


m. \ 


MIKE V MARIA 

■ Always be on the alert: 
Maria can pack a punch 
like Lennox Lewis. Attack 
her with flying kicks and 
pack in loads of Whirlwind Kicks. Always be 
ready to avoid Flamenco Furies by jumping 
and coming back down with a flying kick. 
Recommended Special Moves: 
Whirlwind Punch 


MIKE V KOSSAK 

■ These two fighters are 
an equal match. Always 
attack through the air. 
Combine lots of flying 


kicks with Whirlwind Kicks. If he starts to drill 
into the ground, build up for a Tornado: when 
he comes back up, you’ll wallop him. 

Recommended Special Moves: 

, Tornado, Whirlwind Kick 


DUG V MIKE 

■ The special Earth 
Tremor tactic doesn’t 
always work, so fly at him 
with your trusty foot and 


pack in those Body Slams. Battering Rams 
are yet again a most excellent way of 
defeating Mike, but the Earth Tremors are 
still the best tactic. Just mix it up a bit. 

Recommended Special Move: Earth 
Tremor, Battering Rams 


DUG V DAN/NIK 

■ These men are pure 
wimps, staying back to 
fire Energy Bolts at you. 
Use lots of flying kicks to 
avoid, but never get too far away with these 
two. Stay close at all times, then you can 
stop any Energy Bolts, and hit them with 
loads of body punches. 

Recommended Special Move: 
Battering Ram 


Whirlwind Punch 


DUG V MAX 

This might sound silly 
but try retreating to a 
corner, and then when he 
gets closer keep jumping 
and hitting him with Body Slams. Keep doing 
this until you wipe him off the face of this 
Earth. (I think). 

Recommended Special Move: 
Body Slam 


DUG V KOSSAK 

■ Hit him with a flying 
kick straight away. But 
how the hell do you fight 
someone who’s never 
there? Always attack with low punches, and 
(as with Ninja) stay in one corner and keep 
repeating Earth Tremors. If he drills into the 
ground be prepared for him to come up next 
to you, then punch him. 

Recommended Special Move: Earth 
Tremor 


DUG V JUNIOR 

I Don’t bother attacking, 
just repeat this excellent 
tactic: execute tons and 
tons of Earth Tremors. 

Recommended Special Move: Earth 
Tremor 


DUG V LORAY 

■ Don’t even bother 
trying aerial attacks, just 
trundle to the far corner 
of the screen and keep 
your button pressed down and watch him 
fall. You could even rest something on it, and 
then go and play on a trusty Atari ST (a 
joke’s a joke, Milo! — Ed). 

Recommended Special Move: Earth 
Tremor 
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DUG V MARIA 

■ Always keep on the 
attack. Maria will try lots 
of aerial moves, all you 
have to do is block any 
kicks and attack with Body Slams. Earth 
Tremors are an effective way of knocking her 
down, especially if she’s attacking with a 
Flamenco Fury. 

Recommended Special Move: Earth 
Tremor 



































































MIKE V DUG 

■ This bloke’s a cinch. 
Attack with Whirlwind 
Kicks plus flying kicks. 
Follow up with low 
punches and try to corner Dug and hit him 
with a Tornado. It’s best to follow this up with 
Whirlwind Punches. 

Recommended Special Moves: 
Whirlwind Kick, Tornado, Whirlwind Punch 


MIKE V JUNIOR 

■ Once in the ring, you 
can defeat this bloke 
easily. Stay in one corner 
and wait for him to make 
his way towards you, then repeat lots of 
Whirlwind Kicks and low kicks. Follow these 
up with a Tornado. 

Recommended Special Moves: 

Tornado, Whirlwind Kick 


PLAYING 


PS 


MIKE V LORAY 

■ This Bloke is easy 
peasy. Start straight 
away with a flying kick. 
Force him to the far side 
of the play area, then repeat absolutely loads 
of Whirlwind Kicks and body punches. If he’s 
knocked down, follow your kicks up with a 
Tornado. 

Recommended Special Moves: 

i Tornado, Whirlwind Kick 


Earth Tremor 


DUG V YITU 

■ Constantly keep 
leaping from side to side, 
bombarding him with 
flying kicks. Body Slam 
will stop him from coming at you at the 
Speed Of Light. If, however, Yitu manages to 
trap you in a corner, use your Hammer Hook 
to extinguish his attack. Continually hit him 
with your Battering Ram, which gives you a 
few seconds to execute an Earth Tremor. 
Recommended Special Move: 
Battering Ram, Earth Tremor 


DUG V NINJA 

■ Be alert at all times, 
this Ninja will do anything 
to stop on your conquest. 
He mainly attacks with 
Ninja Death Rolls: Body Slam him while he’s 
doing this to prevent any damage on you. A 
few flying kicks are a useful element to give 
you the advantage — what goes up must 
come down with a thud! 

Thanks to Chris for this tip: stay in any 
corner and repeat Earth Tremors; the enemy 
will not attack you. 

Recommended Special Move: Super 
Slam, Earth Tremor 


MIKE V MAX 

■ Keep jumping from 
side to side with flying 
kicks — you have no time 
to do anything else. Try 
to get him into one corner then just repeat 
loads and loads of body and low kicks. Finish 
him off with a spectacular Whirlwind Punch 
and Whirlwind Kick. 

Recommended Special Moves: 
Whirlwind Kick, Whirlwind Punch 


Battering Ram 




I 


Hammer Hook 


Super Slam 
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* _ _- 


k 


Super 

Slam 


■ On the main menu of the original 
Body Blows , hold Joystick 1 (player 
1 ’s) to the left and Joystick 2 to the 
right for a few seconds. A cheat 
menu appears, allowing you to fight 
as Max, and have infinite credits 
and energy. 


BLOWS 

I HAYER S ftm 


■ The enhanced version of Body 
Blows has a slightly different 
method for the same cheat. Hold 
Joystick 1 down and Joystick 2 
down for a few seconds to make the 
cheat menu appear. 

Well 

that's taken 
r care of that lot* 
You'll have to 
wait till next 
month for our body- 
slammin' guide to 
the other three 
fighters: the 
mysterious Ninja, 
super-speedy Yitu 
and ground¬ 
drilling Kossak* 
Be there or be 
beaten to 
a pul| 

































































1. Blow up this door. 

2. Hit this switch once. 

3. Here’s the exit. 




if 1. Blow up this door first (top). 
I 2. Hit the far right switch. 

Hi 3. Here’s the exit. 


1. Release your boat (space bar). 

2. Release oxygen tank. 

3. Release this tank here. 

4. Hit this switch (far right). 

5. Release top tank. 

6. Wait for the right time, then hit the 
switch here to release the 
passengers to walk safely under the 
crushers. 

7. Here’s the exit. 


1. Release the oxygen tank. 

2. Release the two here. 

3. Release all tanks at this point. 

4. Here is the exit. 


1. Hit this switch first (top). 

2. Hit this middle switch. 

3. Here’s the exit. 













































































ship's going 
i down and all Ihe 
passengers are 
about to drown. 
Luckily, lots of them 
already phoned the 
Masterblaster 
number to vote for 
tips on Zeppelin's 
shipshape save-'em- 
up — so the AMIGA 
FORCE super¬ 
deluxe liner is on^ 
hand to give 
assistance... Jk 


1. Release both oxygen tanks and 
boat straight away. 

2. Blow up this door. 

3. Race up to here, and wait for the 
passengers. 

4. Hit this switch when it’s safe to 
let them cross. 

5. Here’s the exit. 


1. Hit this switch twice. 

2. Hit this one once (left). 

3. Then the one above it. 

4. Race up to here, and control the 
crates by hitting the switch once or 
twice etc to guide them down. 

5. Last of all, blow up the crate next to 
the exit. Voila, that’s the first eight 
levels done. 

6. Here’s the exit. 


1. Operate the crane, and lift one 
crate to the far right. 

2. Then lift this one next to it. 

3. Then finish off by lifting this one 
into the gap. 

4. Here is the exit. 
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A MERE STONE'S 
THROW 

(Lemmings 2; Highland 
Level 4) 

A pit and five cement pourers? A 
cliff and five fencers? It all seems so 
obvious, doesn’t it?... until you 
discover the fencer can’t get up high 
enough to clear the impenetrable 
brickwork at the bottom of the cliff. 
After umpteen attempts at elevating 
him with stones and cement, you go 
back to the drawing board. When 
you discover it, the real solution is 
painfully simple (and obvious from 
the level title)... 


Turn the 

fourth 

Lemming 

straight 

into an 

attractor 

(bagpipe 

player). 


As he 
HC « walks 
right, 
make 
him throw 
when he’s 
exactly in 
the middle of 
the pit. His 
stone hits 
the top of 
the cliff on 
the right. 


i While his comrades stop to 
I dance, the lead Lemming 
f should carry on into the 


— if he 
doesn’t, 
make 
him 

jump in, 


Turn rx 

/ the IU 

J first 
guy into 

a parachutist, Hi 
then make him a 
blocker at the right 
end of the ledge. 


2 1 Start the lead 

J Lemmings building 
. / at the left edge, as 

late as possible — 
too early and the next 
Lemming goes past and 
falls to his death. 


3 \ Turn 

ithe first 
. guy over 

*ihe bridge 
into a vertical 
digger here... 


\ Then when the 
■■ J next guy has 
turned and 
passed him, make 
the digger into a builder 
to stop him digging. 


(Lemmings; Taxing 22; Code: IJJLFNGCHY) 

Yet another level where 100% must safely reach the exit. At first 
the solution seems to lie in parachuting one guy down to build a 
bridge up, so the other Lemmings don’t fall so far. Putting a 
blocker on the starting ledge and then digging a small hole on the 
left holds the rest of the Lemmings up. After many attempts at 
this method, however, we went back to the drawing board « 


■ J Make a 
Lemming 
^ build to 
the right from 
here... 


rraonth we 

R have a double 
R helping of suicide- V 

W scuppering solutions a 
W for the original E 
W Lemmings and Lemmings 2.n 
J First up, Belfast's 1 
' Christopher Clarke and 1 
his friend Conor have ' 
been stuck on Lemmings 
Taxing Level 22 for four 
months! We managed to solve 
this particularly perplexing 
level only after plenty of hair 
tearing. Next, David Sewell 
from Kent has a 'bogus 
problem' on Lemmings 2's 
Highland Level 4. We fling a 
solution your way, plus a 
handy cheat to play any level 
you want! 

If you're stuck on any 
Lemmings / Oh No! More 
Lemmings/Lemmings 2 
level, write to: Lemmings 
Lifeline, AMIGA FORCE, 
Impact Magazines, JZ|T| 
Ludlow, Shropshire ’ 
SY8 1JW Don't 
forget to enclose I 

your name and 
address, plus the « 
name/number/ / y 
code of the / 
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THE CHEAT! 

It’s ( Let’s go!’ all the way with this 
easy-peasy Lemmings 2 cheat. On 
the main menu, simply click the 
pointer in the four corners of the 
screen, starting with the top-left 
and 

continuing 
clockwise * W 
- you ' * 

should here ^ 

‘Let’s go!’ ^ ( 

You can Cr9[J EBOr 

now access ^—2 A f ^ Ay- ■ 
all levels * — L — 1 


(using the arrows on the level intro 
screen) from any of the 12 tribes! 


lO 

Repeat 
this 
action 
and the 
second 

stone should stick on the first. 

V___ 


G 


Now 
pour 
some 
cement 


Finally, turn the attractor 
into a jumper so all the 

other Lemmings 
start walking 
right, up the 
bridge and into 
the exit. A gold- 
standard rescue! 


when the 
Lemming’s on 
the left of the pit 
(you may need 
two buckets), so 
the little guy 
climbs up and 
goes up the 
bridge 
and 


over to 


the 


exit. 


V Turn the two leading 
i Lemmings (the only 
L J ones to pass the dig- 
X — **ger) into builders at the 
edge, and also quickly turn 
the digger into a builder to 
stop him digging any further. 


\ Now turn one of the 
jV J Lemmings in the little 
J pit into a left-facing 
" ^''Dasher — it’s best to do 
this before too many Lemmings 
are in the 

pit or you > T# 

may get the 

wrong 

direction! 


...So the others 
can reach the 
top ledge. 


The Lemmings start streaming 
into the exit. Turn the release 

a rate back down to 
01 (this makes the 
ni ri next part 
1U 1 J J much eas- 
NMIM ier). 


My He should dig right 
under the blocker, so 
^both of them parachute 
safely down and 
head towards the 
exit. 


^ Turn the 

release rate up 
to about 60 
(this is essen¬ 
tial if you’re to 
beat the tight time limit) 


Make the lead 
i ^ I Lemming into a 
V J vertical digger 
"^"just after he falls 
onto here. 


The last Lemming 

should reach the exit Is 

with just a few seconds to spare. 


I Watch out for 
Dnl the very last 
BU Lemming and 
start him mining (diag¬ 
onal digging) here, 
before turning him into 
a parachutist. 


Keep throwing 
j stones from the pit 
middle to build a long 
^^^^bridge into the pit and 
down as far as possible. 












































BRIGAND 

Cost: 2,750 
Weapon: Rifle 
Specials: Shot 
Burst, Molotov, 
Attract 


PREACHER 

Cost: 2,500 
Weapon: Lightning 
Specials: First 
Aid, Map, Shield, 
Freeze 


MERCENARY 

Cost: 2,750 
Weapon: 

Gatling 

Specials: Bomb, 
Mines, First Aid 
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aching for 
more chaos 
after Issue 5's 
massive World 2 
screenshot maps?f 
Well, here's the 
rest of the maps 
for Worlds 2, 3 
and 4, as suppli^ 1 
by Renegade and 
Simon Knight — 
plus a whole 
loada 
tips! 
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Exits 


WORLD 2 
LEVEL 3 — 


■ This level has three start points (A, B & C), 
which is used depends on which exit you took 
from the previous level, Traps. 

■ If you begin at start B, you must collect the 
gold rings, shoot the Firemen and activate the 
nodes to form a complete circle of marks 
around point 1. When you have complete the 
circle, a crater will appear at point 1 which will 
teleport you to start A. 

■ If you begin at start C you must shoot all the 
nodes along the corridor to open the pipe 


grating at point 2. If you enter the pipe you will 
then be teleported to start A. 

■ From start A you must collect Silver Keys 1 
which complete the parallel set of steps and 
allow you to continue into the level. 

When you leave the area of the steam jets 
note that the pipe carrying the steam blows up 
and all the steam jets stop. This gives a vital 
clue as to how to leave the next area. The 
steam jet at point 3 must be extinguished 
before you can progress. Simply shoot the 
feed pipe directly to the north to turn it off. 

■ To reveal Silver Keys 2, you must activate 
the node which is round the corner to the west. 
This will generate a number of monsters 
including a Sewer Monster which runs off back 
the way you came. You must catch up with 
him and kill him to reveal the keys. 
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WORLD 
LEVEL 4 — 
QUARTERS 

■ This level has three start points (A, B & C): 
which is used depends on which exit you took 
from the previous level, Steam. The level, as 
the name suggests, is divided into 4 quarters. 
Each quarter has an entrance-way and an 
exit-way 

■ If you begin at Start A, you can’t venture 
through the entrance of the southwestern 
quarter which means 
you miss an extra-life 
token. A metal pillar 
will be placed in the 
doorway of the secret 
room at point 1 which 
means you also miss 
out on all the treasure 
in the room. 

■ If you begin at Start 
B you can’t venture 
through the entrance 
of the southeastern 
quarter. 

■ If you begin at Start 
C you may explore 
the whole level. 

■ Silver Keys 1 open 
the northeastern 
quarter so you may 
activate the node and 
proceed. 

■ Gold Keys 1 
destroy the Steam Jet 
so you may pass 
safely through the 
entrance to the 
northwestern quarter. 


■ As you enter the level you’re 
presented with a choice of five 
keys. All the keys marked as 
Silver Keys 2 create a bridge 
across the chasm. As soon as 
the bridge appears, a Hand 
monster materialises on the 
bridge and runs to the attack. 
The bridge disappears after 
short while but if you can 
manage to get across it before 
it does so, you’ll have access to 
the secret area at point 2. If you 
fail to get across any of these 
bridges you can collect Silver Keys 1 which 
creates a permanent bridge across the centre of 
the chasm. These keys make all the sets of 
Silver Keys 2 disappear and thus you won’t be 
allowed to get into the secret area at point 2, 
though you will be allowed to pass through point 
1. 

■ All the StoneWatchers on the wall at point 3 
can be shot. You are rewarded with a coin for 
each one you destroy. 

■ The statue at point 4 is facing a different 
direction to all the other statues around it. Shoot 
it and you’re rewarded with lots of treasure, but 
you’ll have to kill of a few Spiders first. 
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■ The statue at point 5 is also facing a 
different direction to its neighbours. You have 
to shoot this statue to be allowed out of the 
area. 

■ The routes from both areas converge in the 
room by point 6. When you collect the Players 
Saved token at the top of the stairs intc this 
room, the wall at point 6 is removed and you 
can thus progress deeper into the level. 

■ The route forward is then blocked by the 
door at point 7. You must shoot the node in 
the room to the east to remove this door: you 
are then through to the maze of pits at the 
end section of the level. 

To get to he centre of the maze, you must 
solve the puzzle in the eastern area first. 
Collect Gold Keys 1. Then collect Gold Keys 
2. The latter set must be approached from the 
southern walkway. If you attempt to collect 
them from the east, they disappear before you 
can get to them, so you’ve failed to solve the 
puzzle. When you have both sets of keys 
you’re able to reach point 8. After you’ve 
collected the treasure on the small island at 
this point you’re teleported to point 9 in the 
centre of the pits. 

■ If you fail to solve the puzzle or if you wish 
to go a different route through the pits, you 
may collect either Gold Keys 3 or Gold Keys 4 
but not both sets. Each of these keys lead to 
a different route, each of which contains a 
different mix of monsters and treasure. 
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Cost: 2,500 
Weapon: Flamer 
Specials: Map, 
Attract, Repellant, 
Party Power 
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Cost: 3,000 
Weapon: Cannon 
Specials: 
Dynamite, Shot 
Burst 



Cost: 3,000 
Weapon: Shotgun 
Specials: 
Molotov, Air 
Burst 
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WORLD 3 
LEVEL 2 — 
CONFUSION 

■ As you enter the level you’re presented with 
a choice of four corridors. You’re sent along a 
different route depending on which one you 
choose: 

Corridor 1 leads out into the western room to 
the north of the start point. 

Corridor 2 loops back to the start point. 
Corridor 3 leads out into the eastern room to 
| the north of the start point. 

Corridor 4 loops back to the start point. 

■ If you take both corridor 2 and 4, when you 
| finally arrive back at the start point, Silver 

Keys 1 will have appeared. When you collect 
these, one of the tiles on the floor next to you 
disappears as a small section of the floor rises 
up. If you step onto this section you’re 
teleported to eastern room to the north of the 
start corridors. At this point you’re back on the 
main route into the level. However, in the next 
room the statue at point 5 will be disappearing 
and reappearing. If you walk into the wall 
behind the statue you’re teleported back to the 
start point once more, but this time the wall 
next to the position of Silver Keys 1 will have 
opened so you’re able to access the secret 
area which leads to exit B. 

■ Within this secret area, if you collect both 
set of Gold Keys 1 and 2, a clue appears as to 
how to solve the puzzle floor within the next 
room. To solve this area you must follow the 

I sequence of shapes on the floor: circle, 
square, plain. If you get it wrong you’re 
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teleported back to the start of the floor. The 
more mistakes you make the less treasure 
you’ll find when you get to the end. 

■ After you’ve shot the node in the next room, 
three set of steps appears, each of which leads 
to a different set of silver keys. Each of these 
sets of keys produces a different bridge to the 
next area. Each one also removes some of the 
treasure within that area. Silver keys 4 gives 
you the most when you cross the bridge, as you 
only have to collect one set of keys; although 
you might try the others to see what you can 
get. 

■ If you do not get into this area you must 
follow the main route through the level from the 
start point towards exit A. If you pass through 
the western room to the north of the start 
corridors, only the node in that room exists and 
only Silver Keys 6 are in the room to the north. 


If, however, you enter 
the eastern room, only 
the node in that room 
exists and only Silver 
Keys 5 are available. 

■ Silver Keys 5 open 
the door to the east out 
of this room. 

■ Silver Keys 6 open 
the door to the west. If 
you go this way you 
must then collect Silver 
Keys 7 which open the 
exit from that section. 

■ The island just to the 
south of point 7 has 
lots of treasure on it. If, 
however, you just try to 
walk onto it, you’re 
teleported back to the 

start of the pathway and all the treasure 
disappears. To be able to progress you must 
follow the lines on the floor and shoot the 
statue at point 6 and then collect the Silver 
Keys 8. If you collect Silver Keys 8 before 
you’ve been to point 7, you’re able to get onto 
the island and get all the treasure. 

■ Once across the island collect Gold Keys 3. 
These open the door at point 8. If you walk 
into the room via this point, some treasure 
appears. This only happens if you enter the 
room from the north. 

■ Once you’ve collected the telephone at 
point 9, the bridge to the south of you 
disappears, thereby trapping you into the 
room. You must then shoot the Lobber that 
has appeared across the chasm, to open 
the door to the north and allow you to 
proceed towards exit A. 
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WORLi 3 
LEVEL 3 — 
REVERSE 

I The first thing to notice about this level is 
| that it’s made up from two virtually identical 
halves. This idea is reinforced by the 
numbering system used to identify the items of 
interest on the map, which are the same for 
each side. Which start point you use, and 
hence which side of the map you play, is 
dictated by which exit you went through on the 
previous level. Each side contains very similar 
puzzles but which tend to operate in opposite 
ways from each other. The decoration on the 
walls is subtly different between the two sides, 

| with statues facing opposite directions etc. 

I If you begin at Start A, you play the western 
| side of the map. All the numbers below refer to 
items on that side of the map. 

■ You can’t get to Silver Keys 1, as an invisible 
| force-field surrounds them. To get them you 
must shoot the plinths around them. Start with 
the southwest one, then the northwest and so 
on clockwise till you’ve destroyed all four. At 
this point the patterns on the floor disappear as 
^the force-field is dropped, and you can 


collect the keys which open the door from this 
room. 

■ When you activate the node at the bottom of 
this section, Silver Keys 2 appear which, when 
collected, create the steps immediately to their 
west — thus you can continue into the level. 

■ Both Silver Keys 3 and Silver Keys 5 create 
Silver Keys 4 which complete the western set of 
steps and allow you to get down from this plinth 
and further into the level. However, if you collect 
Silver Keys 5, as you set off down these steps 
you’re teleported to the same place on the 
opposite side of the map. An easy way to notice 
that this switch has occurred is that on the 
western side the floor is decorated with circular 
patterns, whereas on the eastern side square 
patterns are used. You must then continue to 
venture up the middle channel of this section 
until you reach point 2 where you’re teleported 
back to your original position in the western half. 
When you reach point 2 on this side you can just 
pass through unaffected. 

■ Silver Keys 6 open the door to the room 
containing Silver Keys 7 on the opposite side of 
the corridor. 

■ Similarly Silver Keys 7 open the door to the 
room containing Silver Keys 8. 

■ Silver Keys 8 open the door at the end of the 
corridor which allows you to get to the exit. It 
makes no difference which route through this set 


of keys you take. 

■ If you begin at Start B, you play the 
eastern side of the map. All the numbers 
below refer to items on that side of the map. 

■ When you collect Silver Keys 1 you’re 
trapped inside an invisible force-field. To get 
out you must shoot the MissingLink which 
has begun to patrol around the outside of 
the plinths. When this monster is 
destroyed you’re released and the door 
out of this room is opened. 

■ When you collect Silver Keys 2 at the 
bottom of this section, the node marked 
on the map at this point appears. 

Activating this node creates the steps 
immediately to the west and thus you can 
continue into the level. 

■ When you collect Silver Keys 4, both Silver 
Keys 3 and Silver Keys 5 appear. If you now 
collect Silver Keys 3, Silver Keys 5 will 
disappear. However, if you collect Silver Keys 
5 first, you’re able to collect both sets of keys; 
in which case when you set off down the set of 
steps which have appeared you’re teleported 
to the same place on the opposite side of the 
map. An easy way to notice that this switch 
has occurred is that on the western side the 
floor is decorated with circular patterns, 
whereas on the eastern side square patterns 
are used. It is here that the first major 
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WORLD 3 
LEVEL 4 — 
WAY OUT 


■ There are two start points to this level 
(A & B), which is used depends on 
which exit you took from the previous 
level. 

■ If you begin at start B you must first 
collect Silver Keys 2 and then Silver 
Keys 3. Neither of these sets of keys are 
visible until you begin to walk towards 
them. After you have picked up the latter 
set, an exit appears which teleports you 
to start A. 

■ The statue at point 1 disappears a 
short while after you materialise at start 
A; if you manage to shoot it before this 
happens, the steps which lead up to 
Gold Keys 1 appear. 

* Gold Keys 1 open the door to the small 
room at point 4 which contains a small 
amount of treasure. 

■ The small mound at point 2 is 
somewhat strange. Monsters and the 
computer-controlled character can walk 
over it. If you walk over it, it dissolves 
and the set of steps at point 5 appears, 
thus allowing into the area beneath to 
collect the treasure. 

■ The telephone at point 3 causes the 
steps to the north of it to switch round, 
blocking access to the area you have just 
come from and opening up the way forward 
into the rest of the level. 

■ The steps at point 5 will only be there if 
you’ve dissolved the mound at point 2 as 
described above. If you go this way you must 



IPS 


collect Silver Keys 1 to get out of this bonus 
section. If, however, the steps at point 5 are 
not there, the set to their east, as marked on 
the map, will be, so you’ll have to go down 
those. 

■ The door into the small room which 
contains Gold Keys 2 can be shot. Collect 
these keys to create the steps up to the 
ledge at point 6. 

■ Monsters generate in the small rooms to 
the north of point 7. The doors to each of 
these rooms open to let the monsters out. 
When you’ve shot all the monsters the doors 
to each of the rooms stay open for a short 
while. If you can get into the room and 
collect the keys, the door to the room 
directly to the south opens allowing you to 
pick up the treasure it contains. The Silver 
Keys in these rooms make sure the doors 
stay open so you can’t get trapped. 

■ The alcove at point 8 has a misplaced 
shadow. If you walk into the wall at this point 
you’re teleported into the secret area in the 
southeastern corner of the map. Once in this 
area you must venture through to point 9, 
where stepping into the circle marked on the 
floor teleports you back to point 8. 

■ In amongst the pillars below this point, 
you should notice that the centre one does 
not have a StoneWatcher on it. If you shoot 
this pillar on the top it explodes to reveal 
Gold Keys 3. These keys open the door to 
the small room at point (1)0, which contains 
some treasure. 
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difference between the two sides occurs. From 
your position on top this plinth it is possible to 
throw an appropriate special weapon onto the 
node that it is on floor level just to south and 
east of you. This means that you are thus able 
to activate all of the nodes on the level and can 
thus open exit B. After this you must continue to 
adventure up the middle channel of this section 
until you reach point 2 where you will be 
teleported back to your original position in the 
eastern half, and may continue as if you had 
not been teleported. When you reach point 2 on 
this side you will just pass through unaffected. 

■ Silver Keys 6 open the door to the room 
containing Silver Keys 7 on the opposite side of 
the corridor. 
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■ Similarly 
Silver Keys 7 
open the door 
to the room 
containing 
Silver Keys 8. 

■ Silver Keys 
8 open the 
door at the 
end of the 
corridor which 
allows you to 
get to exit A 

■ To reach 

exit B you must collect right-hand one of the 
pair of Silver Keys 6 and the left-hand of 
Silver Keys 7. Note that this exit will only be 
open if you’ve activated all the nodes within 
the level, as described above. 

■ If one player, in a two-player game, gets 
trapped in one of the small rooms in this 
section, all they have to do is collect the keys 
that are in the room with them and then move 
towards the exit. They’ll be teleported into the 
next room in sequence. 

■ Note that the major exit from each side of 
this level, both of which are marked as A on 
the map, will take you to the same place in the 
next world, whereas exit B will take you 
somewhere special. 


j ONE PLAYER 
I World 1 

I HHGGFFDDCCBB 

I Thug & Preacher, 
50,000+ credits 
I JJHHGGFFDDCC 
; Nawie & Brigand, 

! 10,000+ credits 
3XXXXXXXXXXXX 
; Gentleman & Nawie, 
30,000+ credits 

iyyyyyyyyyyyy 

Thug & Gentleman, 
20,000+ credits 
B WWWWWW 
Brigand & Mercenary, 
30,000+ credits 
TTT I I II I 1 I 
Mercenary & 
Gentleman, 45,000+ 
credits 
World 2 
10WHS5PX3835F 
Mercenary & Thug, 
40,000+ credits 
!2F#8Q55KKQNH 
Nawie & Gentleman, 
50,000+ credits 
ILQPBK8JWDNBY 

I Thug & Preacher, 
40,000+ credits 
World 3 

IC4HNWRH86B18 
Nawie & Gentleman, 
34,000+ credits 


■ 8H8BK0SWQY7H 
Thug & Preacher, 
30,000+ credits 

World 4 

■ HMWMVY0WB019 
Nawie & Gent, 33,000+ 
credits 

■ P28BKM6XMWWK 
Thug & Preacher, 
30,000+ credits 

■ PKJKDL1#DFD4 
Brigand & Mercenary, 
20,000+ credits 

■ XSFB8DDNR4R8 
Gent & Preacher 

■ WR1WFXQ1MLC 
Mercenary & Brigand 

■ PKWDZFJJPWFY 
Brigand & Preacher 

■ F#BFZF60T5MW 
Brigand & Nawie 
TWO PLAYERS 
World 4 

■ RVDBK0Q7JWM6 
Preacher & Gentleman, 
30 lives each 

Many thanks to 
Robert J Larbey of 
Boumville 
(chocolate world!), 
Birmingham, and 
Brendan 

O’Callaghan from 
Thurles in Ire 
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■ The first 
large room 
you come 
across in 
this level 
has lots of 
Revolving 
Domes 
bouncing 
backwards 
and 

forwards 
across the 
room. These 


are 

invincible 
and thus 
cannot be 
shot; if you 
do shoot 




them you’ll 


Each character has a different 
weapon which changes in a different 
manner when it’s powered up. 

Note that Maximum Damage is the 
combined damage for the weapon. 
Thus, for example, the Lightning 
does all 27 damage with its one 
bullet whereas the Shotgun fires 7 
bullets which do 7 damage each. 


just push them about and it’s not a good idea to 
shove them all to one end of the room, so it’s 
best just to avoid them. Collecting Gold Keys 1 
and Gold Keys 2 reduces the number of 
Domes in the room. 

■ At point 1 you can either carry on up the 
narrow corridor to the north or shoot the lever 
on the wall. As the lever drops, the water 
drains out of the pit beneath you: you can then 
get up to the room on the ledge above, which 
contains Gold Keys 3. When you collect these 
keys the narrow corridor is blocked and you’re 
able to cross to the room marked as point 2. 
This room contains nothing but a open 


manhole which teleports you to point 3*. 

■ As you approach the sewer pipes at point 4, 
monsters begin to generate in the easternmost 
of the two pits to the south of the corridor and 
start moving into the room below. Water flows 
from the pipe outlet, filling the pit to the west. 

To progress, you must shoot at the cracked 
pipe at point 4, which blows up and allows 
water to flow into the eastern pit, thereby 
cutting the supply to the pipe outlet. This 
simultaneously drains the water from the west 
pit allowing you to carry on into the level and fill 
the east pit, drowning the monster generator. 
The sooner you do this, the less monsters 
you’ll have to fight when you enter the room to 
the south. 

■ If, however, you choose to follow the corridor 
to the north, at point 1, you must activate both 
nodes at the top of the map and then carry on 
down the corridor at point 5, which is full of 
Revolving Domes. These are, again, invincible 
but in this case you can’t simply dodge them as | 
they move too quickly. You can push them 
down the corridor by firing at them and if you 
can get to point 5 you’re able to collect a shield 
token and thus progress safely. 

■ In the next room, the way forward is blocked 
by a pulsating force-field at point 6. You must 
shoot the node in the northeastern corner of 
the room so that the force-field drops and you 
can continue. 

■ The route to the exit is blocked by a water- 
filled pit at point 8. You must shoot the wheel at | 
point 7 so it turns twice, thereby cutting the 
water supply and draining the pit. 


Used By: 
Gentleman 
Start Damage: 5 
Max. Damage: 30 
Max. No. Bullets: 2 
Travel Through 
Monsters?: Always 


RIFLE 

Used By: Brigand 
Start Damage: 7 
Max. Damage: 36 
Max. No. Bullets: 4 
Travel Through 
Monsters?: Depends 
on power-up level 
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GATLING 

Used By: 
Mercenary 
Start Damage: 6 
Max. Damage: 36 
Max. No. Bullets: 6 
Travel Through 
Monsters?: Never 
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Used By: Nawie 
Start Damage: 8 
Max. Damage: 44 
Max. No. Bullets: 4 
Travel Through 
Monsters?: Depends 
on power-up level 
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Used By: Thug 
Start Damage: 8 
Max. Damage: 49 
Max. No. Bullets: 7 
Travel Through 
Monsters?: Never 


Used By: Preacher 
Start Damage: 6 
Max. Damage: 27 
Max. No. Bullets: 1 
Travel Through 
Monsters?: Always 


■ There are two start points to this level (A & 
B), which is used depends on which exit you 
took from the previous level. 

■ If you begin at Start B, you must collect 
Silver Keys 1 to exit from the first room. You 
then adventure along the corridor, to find an 
extra life at the eastern end. This route then 
rejoins the main one at point 8. 

■ If you begin at Start A, you must shoot the 
first node you come across, on the small 
island just outside the start room. When this 
node is activated, Gold Keys 1 will appear. If 
you go back into the start room and collect 
these keys, the manhole cover at point 1 will 
be removed, revealing the shaft below. If you 
step onto this opening you’re teleported into 
the secret area to the north, which you must 
leave by walking into the large pipe at point 2. 

■ You must shoot the lever at point 3 in order 
to progress. This lever starts in the horizontal 
position; if you shoot while it’s like this it drops 
and the western pipe closes, stopping the 
water flow and draining the pit at point 4. If, 
however, you spend too long in the room, 
shooting monsters and the like, the lever flips 
up. Shoot it at this stage and the lever drops, 
but this time the eastern pipe closes and the 
water drains out of the pit at point 5. 

■ If you can cross the pit at point 4 this leads 


into the short-cut area 
next to start B, but this 
time there are no extra¬ 
life token at the end of the 
corridor. 

■ The pit at point 5 gives 
access to the main route 
onwards into the level. 

■ When you reach point 
7, the way forward is 
blocked by the water-filled 
pit to the south. You must 
shoot and destroy all of 
the pipe outlets which 
feed the pool at point 6, in 
order to drain the water 
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out the pit and allow you to continue. Start by 
shooting the one on the left, then the middle one 
and finally the right-hand one. 

■ Once in the pit below point 7, you have a 
choice of routes. If you take the western ramp 
out of the pit, you enter a large room which 
contains some treasure. You must then collect 
Silver Keys 2 to exit this room and rejoin the 
main route. 

■ In the next large room, at point 9, there are 
three switches on the wall. You must shoot the 
middle one, which is up, in order to flip it down. 
This flips the left-hand switch up. When you 























WORLD 4 
LEVEL 3- THE 
HALL Of 
MACHINES 

■ This level is, basically, a long corridor 
leading to the single exit at the north. You’re 
stopped from progressing along the corridor 
by pairs of activated nodes which project a 
barrier between them. These barriers are 
lethal and kill any character who walks into 
them; you have been warned! 

■ You must enter each room, before each 
barrier and solve the puzzle in that room to 
shut down the next set of nodes and open 
their barrier. 

■ Room 1 contains a circle of small pits. You 
must collect the Gold Keys in the centre of the 
circle to start a number of small rocks 
appearing in the pits around you. You must 
then shoot any of the rocks until you destroy 
one. As soon as one blows up, all the pits 
disappear and the puzzle is solved. 

■ At this point you should note that the light 
on the north wall of the room has stopped 
flashing and that a number 1 has appeared. 
This a clue for later. As a bonus, if you shoot 
this digit, it changes into a 4, which is another 
clue to a later puzzle in room 3. 

■ Room 2 contains a spinning wheel. As it 
passes a contact on its frame it sparks. To 
solve this puzzle you must simply shoot the 
wheel, at which point it stops spinning. If, 
however, you manage to stop it at exactly the 
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shoot this one, a set of steps appears 
immediately to the west and the right-hand 
switch flips up. You must flip this final switch to 
drain the final water-filled pit and allow you to 
enter the final pump-room itself. However, you 
must activate the two nodes on the ledge above 
the switches before you can open the final exit, 
so go up the steps and clear out this area before 
leaving the room. 

■ The node marked at point (1)0 on the map, is 
only present if you began the level at start B. 

■ You must collect Silver Keys 3 to open the 
door at point (1 )0 and allow you to get to the exit. 
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point when the contacts are touching, the wall to 
the east of the wheel cracks. If you walk into this 
section of wall it disappears and you open a short 
cut to room 4. 

■ Room 3 contains a number of monster 
generators which produce extremely tough Half¬ 
tracks. You must destroy all these and blow up 
the generators before you can activate the 
puzzle. At this point a set of numbers appears on 
the north wall. It’s here that you use the clues 
you obtained in room 1. Shoot 1 to deactivate the 
nodes and open the barrier. If you’ve been given 
the extra clue in room 1 you may now shoot 4 to 
open a short cut into room 5. 


I WORLD 4 
LEVEL A ■ 


■ The Chaos Engine is in the centre of the 
level and is protected by a force-field generated 
by four activated nodes. Before you can attack 
the Engine you must disable this force-field. 
Although the node counter says there are four 
nodes to activate in this level, there are no 
normal nodes; instead there are four electrical 
Generators, like the one at the end of the 
previous level. The positions of these 
Generators are marked as nodes on the map. 

■ You must destroy each of these Generators, 
by shooting them in the base, in order to cut 
the power supply to the level and shut down 
the force-field. 

■ The control room at point 1 monitors your 
progress, as each Generator powers its own 
set of pistons as marked on the north wall of 
this room. When you shut down a Generator, 
its set of pistons will cease to move, its dial will 
be destroyed and the force-field surrounding 
the Engine will be weakened. You are also 
rewarded with a Players Saved token, which is 
placed in Room 1, for every one that you shut 
down. You may come back to this room at any 
time to bring a character back to life or just to 


T I P S 


Room 4 contains a number of small dials, all 
of which have cracked except one. There is a 
small button next to this active dial. You must 
fire at this button to move the needle within 
the dial. When you’ve killed all the monsters 
that are generated, and moved the needle 
one complete revolution, this dial cracks as 
well and the puzzle is solved. 

■ Room 5 contains three animating pistons. 
When you enter the room, vicious Half-tracks 
are generated to protect the pistons. As you 
kill off these guardians, the pistons stop 
animating : when all of them have stopped, 
the puzzle has been solved and you may 
continue to the final section of the level. 

■ The final section of The Hall of Machines 
provides you with an overview of what do in 
the next level. The map of this section is a 
representation of the map of the last level of 
the game. 

■ You must first activate all the nodes in the 
four small rooms that surround the Generator 
at point 6. 

■ When the node counter drops to 0, you’re 
informed that the exit is open, but on 
inspection you find that the door is still shut. 
However, a power cable joins the Generator 
to this door and if you shoot the base of the 
Generator it blows up, the cable dissolves and 
the door opens. 
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check how you’re doing. 

■ When you’ve succeeded in destroying all 
four generators, you ’re informed that the exit is 
open, the force-field surrounding The Chaos 
Engine disappears and a pulsing ring appears 
at point 2. You must step into this ring so that 
you’re teleported to the final conflict with the 
Chaos Engine. 

■ The Engine itself has two stages. At first it 
has a protective shell around it and you must 
hurt it sufficiently so that part of this shell 
dissolves away. Whilst it’s in this phase it can’t 
use the full force of its weaponry; however, 
once its innards are exposed it does everything 
it can to protect itself. All you have to do is 
destroy it to win the game and rid the land _ 
of Chaos. Simple innit? 
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T he Navvie and the Thug are the two 
most powerful characters. They move 
slowly but have very powerful weapons 
and destructive specials, although they only 
get a few. They can take a lot of hits before 
being killed but are relatively stupid and not 
much use as a computer-controlled character 
to begin with. 

The Brigand and the Mercenary are the 
best all-round characters. The Gentleman 
and the Preacher are relatively weak. They 
can only take a few hits but are very fast- 
moving and intelligent. They get a wide range 
of useful specials. 

For the novice player it’s probably best to 
select either the Brigand or the Mercenary as 
the human-controlled player (HCP) as they 
have the best balance of abilities. The 
Gentleman makes a very good computer- 
controlled player (CCP) as he’s quick and 
intelligent and carries the Map — very handy 
for the first-time player. The Preacher’s also 
very good as the CCP and he carries the 
First-Aid kit which allows the HCP to heal 
himself (by swapping specials). The more- 
experienced player should try the Navvie as 
the HCP: he’s a very strong character who 
has a very powerful, easy-to-use weapon 
and a very destructive special, the Dynamite. 
However, he does move slowly and can find 
it difficult to get out of the way of fast-moving 
shots. 




mm 

■ An extra life is awarded to either 
player, in either version of the game, for 
scoring a multiple of 7,000 points. 

A novice player should use the Map as much 
as possible (the Gentleman has it as his first 
special). If you’re not sure what a set of keys 
did, a quick glance at your map should help 
out. The First-Aid Kit (the Preacher) is handy to 
have at the beginning as you can heal yourself 
as often as you like. The Dynamite (the 
Navvie) is also one of the best specials as it 
destroys all monsters on the screen, but you 
have to wait for the fuse to burn so be careful. 

Silver keys are very important as they open 
up the main route to the exit or make vital 
items appear. You must try to collect all the 
silver keys on a level. Gold Keys, however, 
open secret rooms or bonus areas. Some of 
these can be quite difficult and so are proba¬ 
bly best avoided until you get used to the 
game. 

If a level has more than one exit, it’s always 
to your advantage to go out of the higher-let¬ 
tered exit (Exit B is better than Exit A). If 
you’ve heard ‘Exit Open’ but the node counter 
still indicates that there are nodes to activate, 
try to find the extra nodes and then find the 
higher exit. These exits take you to bonus sec¬ 
tions and secret areas on the next level. 


i^TrvfRe earlier levels orthe"gameTarea^RaT 
you’ve completed are sealed off. Don’t worry 
about trying backtrack into them, you’ve done 
all you can, push on towards the exit. The 
music also gives you a clue as to how you are 
progressing. It picks up in pace as you near the 
exit, but becomes subdued if you go back into 
an area which you’ve cleared out. The music 
also becomes more pacey in difficult areas 
infested with lots of monsters, and more relaxed 
in regions where a bit more thought is required. 

Passwords are awarded at the end of every 
World. Note that these record your characters’ 
status as well as their current position including 
the number of lives they had left. Therefore 
you might be better off entering an old pass¬ 
word or even starting again from the beginning 
to be in a stronger position with more lives at 
the start of the World. 

Whilst you’re playing the game, keep an eye 
out for background detail. Look out for shad¬ 
ows that don’t look quite right and things out of 
place, rock pillars with faces on, a tell-tale geo¬ 
metric pattern of stones or something appear¬ 
ing just on the edge of the screen. Things are 
not always as they seem: don’t be afraid to 
experiment, you can’t hurt yourself. 

Make sure you collect as much money as 
possible and quickly as the coins that the 
monsters leave behind will disappear if left 
for too long. 


ONI-PLAYKR GAME 

I In a one-player game, all the money collected is 
: automatically split 50/50 between the HCP and the CCP, 

; so you don’t have to worry about who shoots which 
things during play. If he dies, you’ll have to pay for him to 
‘ be resurrected, so it’s in your interest to share out 
power-ups and such things as fairly as possible, so he 
j stays alive. 

In the game the CCP’s actions can be influenced by 
I the HCP. It’s important to realise that the CCP can’t see 
through the HCP, so 
) won’t run for things if 
: you’re blocking his 
line of sight. If he has 
| nothing better to, the 

CCP will always . 

! attempt to get behind 
the HCP, so by a 
combination of 
moving and turning 


mjmmmi&w two-played game 


round it’s possible to affect what he can see and what 
he’ll do. 

The CCP will only move towards food if he has less 
energy than the HCP. He will, however, collect it if he 
runs over it whilst on his way to something else. The 
same is true of extra lives. 

He won’t collect any object, no matter how much he 
needs it, if that object would affect the map in some way 
or generate monsters. Therefore he never picks up 
keys, booby-trapped food or the like. 


■ Cash can be spent in the 
Equipment screens to 
I improve a character’s 
statistics. You have to make 
sure that a character’s skill 
level is kept as high as 
possible, as this controls his 
current maximums for all his 
other statistics and dictates 
how many weapon power-ups 
and special abilities are 
available for purchase. 

Try to keep his level of 
| weapon power-up as high as 
possible and then spend any 
money left over on extra lives. 

Intelligence is very 
important for computer- 
controlled characters as it 
controls how well they play 
the game, so buy it for them 
whenever you can. 

The slower characters, like 
the Navvie and the Thug, 
would greatly benefit from a 
j little boost in speed when you 
get the chance. 


■ In a two-player game, it’s best to stay away 
from the edge of the screen until you know the 
game really well. 

The money is shared out, based on what each 
of the characters does. Nodes and keys are the 
most important things, so make sure you get as 
many of these as possible. The last node, the one 
which opens the exit, is the most important of all, 
since you’ll be credited for opening the exit as well 
as activating the 11 |Pf y p 

Jfm 


node. 

You’re awarded 
points for 
collecting keys 
and activating 
nodes, as well as 
for shooting 
monsters. Points 
are also awarded 


to the first player out of the exit. 

In general, it’s best to try to cooperate. Share 
out the power-ups and the special powers as 
evenly as possible and attempt to do an equal 
amount of work on each level. Decide which of 
you is going to cover the rear and which is going 
to shoot the monsters up ahead, as it’s no good 
both of you shooting at the same monster. It’ll be 
a lot easier to progress if both of you are as 
powered-up as possible. 
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MaMHBIMIM 


Aren't we just the coolest mag 
in the known universe? Not only 
do we give you the latest and greatest game 
tips, we also put the fiddly little ones on 
convenient cut-out cards! No more rummaging 
through endless dog-eared tomes just to find 
a level code for a game... ah, bliss! 
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CHEAT CARDS 



1.3D POOL 

2. ALIEN STORM 

3. ROBOCOP 

4. SWORD OF SODAN 

5. TORVAK THE 


Lv/il:):) M; 


6. LINE OF FIRE 
7.000PS UP 

8. RAMBO II 

9. FIGHTER BOMBER 









ALIEN STORM 

tus <*<*() 

That’s what you get for con¬ 
verting a game with blinding 
graphics and nob-all else — 
not recommended. 

To skip levels, press the ‘F’ 
key. 



3D POOL 

More trickshot codes: 

11 -0751 1001620 15-00840761200 

12- 09160255510 16-0880 0483920 

13- 00040545820 17-03721006306 

14- 086410063 10 18-05121006310 

19-0601 0246320 



Not the greatest of games, but 
it’s very VERY violent. 
Type OPERATION FERRET 
(including the space) on the 
joystick select screen. 
Whoopee, you’re invulnerable! 


TDRVAK THE 
WARRIOR 

ItesHp) 




Another game with little to offer 
except moody and atmospheric 
graphics. 

On the high-score table type 
CHEAT... (three full stops). On the pre¬ 
level map screen hitting keys FI-5 
while holding fire takes you to that 
level. 


SWORD Oi 
SODAN 

tltectrente Arts) 

A real blast from the past, and 
it’s now on budget too! 
Type NANCY on the high- 
score table for infy lives. You 
can then skip levels by pressing 
RETURN. 




There’s nothing like a really good flight 
sim, but what makes a good one is open to 
debate. This one’s detailed but slow — you 
decide! 

Enter your pilot’s name as BUCKAROO 
to allow you to attempt any mission. 
Hitting D takes you to your next target. 


RAMRO III 

lessen) 

Rambo’s enough to make you 
PUKE! This game’s almost 
reassuringly bad... 

Type RENEGADE on the high 
score table and press 1, 2, or 3 
to access that level. 


+■ 




As 'tributes’ go, it’s a wonder this 
one stayed out of the courts. 
Stick to Pang , you know it makes 
sense. 

Level codes: 

4799 ER7E 

A234 DK39 

R2T7 



AF I JULY 1993 B ISSUE SEVEN ■ 







































































































Mrrr 


■ ISSUE SEVEN ■ JULY1993 ■ AF 





















































































































CVfagM 

Not to everyone’s tastes, but 
it’s a great game nonetheless. 
Scrap a solar satellite on a 
planet with no fuel reserves 
and you get 30,000 tons of the 
stuff. 


Do believe the hype? 
Type 


DID YOU KNOW: Tffis game should’ve 
been called Continental CIRCUIT, but bad 
translation and a dodgy phone line 
scuppered it? Ha ha ha ha! 

To improve your starting, push the joystick 
forward and hold fire as soon as the first 
red light shows. When the second flicks 
on, release the joystick. As soon as you 
get the green light push forward again. 


If you want the lowaown on this ace 
arcade adventure, check out our 
feature in Issue 5. 

To find the first nova trigger and nova 
bomb, fly to Gaea and go to the Ur 
City. Professor Hantzen’s lab is at 
location 07 01 — use the B key to get 
in. Collect the sideboard, turn it on 
and it becomes the nova trigger. The 
nova bomb is at location 09 02. 


Doesn’t It drag-on? This saga 
must be one of the most 
overrated In computer history, 
and this is where it all started... 
Start a two-player game, press 
both fire buttons and hit ESCAPE. 
Hey ho, you’ve got infinite 
credits! 


An ageing classic which, alas, 
went down with Robert Maxwell. 
If you’re stuck, hold K while the 
game loads. You’ll start the game 
with 1024 knights and soldiers. 


Building sewers was never so 
much fun! 

Level codes: 

BALL DOCK 

BLOB GRIP 

WILD TICK 

OOZE 


Who says all breakout clones 
look the same? 

Level codes: 

Level 10 — 3305 Level 30 — 5518 
Level 20 — 6811 Level 40 — 1825 

Level 50 — 9932 


A corker of a vertically scrolling 
shoot-’em-up. All the depth of a 
puddle on a hot day, but who 
cares? 

To activate the cheat mode, type 
CASTOR at any time during the 
game. 


10. SUPREMACY 

11. BATMAN 

12. CONTINENTAL CIRCUS 

13. DOUBLE DRAGON 

14. DAMOCLES 

15. DEFENDER OF THE 
CROWN 

16. BATTLE SQUADRON 

17. PIPEMANIA 

18. THE UGHT CORRIDOR 
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CHEAT CARDS 


ivTH; 




19. DRIVIN' FORCE 

20. THE SPY WHO LOVED ME 

21. AFTER THE WAR 

22. KICK OFF: EXTRA TIME 

23. ARMY MOVES 

24. DEFENDER II 

25. TOYOTA CELKA GT RALLY 

26. NICK FALDO'S 



(Mnfuntc) 

It’s... It’s... it’s... just another 
beat-’em-up. Competent, but 
pales next to today’s offerings. 
During the first stage press Alt, B 
and 1 simultaneously for infy 
energy and Alt, M and 1 to jump 
to the second stage. 


THI SPY WHO 
LOVKD MK 

(DMHMVk) 

Better than previous Bond efforts, 
but six short levels and derivative 
Spy Huntere sque gameplay mean 
it’s still only worth about 007% 
Type MISS MONEYPENNY on the 


An incredibly fast game that 
gives no impression of driving 
whatsoever — buy the excellent 
Vroom instead. 

Wanna stop your car leaving the 
track? No problemo — on the title 
screen, click on the two i’s in 
Drivin’. 


I ■ 


M 

An age-old rave from the grave. 
The coin-op wasn’t as good as its 
predecessor and you can get a 
near-perfect PD clone of it 
(Oblivion) — buy that instead. 
Type GOATY (including the 
spaces) for invincibility. 


ARMY MOVES 

(ttMMtfe) 

Sounds like a government regimental 
relocation scheme, dun’it? (No, but it 
sounds like you’re running out of 
ideas — Ed) 

In part one hold Alt, D and 1 for 
immunity. The code for the second 
part of the game is 101069. Press Alt, 
J and 1 for immunity in the second 


KICK OFF: 


Love it or hate it, you just can’t ignore 
it — unless you own Sensible Soccer i 
To prevent the computer scoring 
penalties, turn on your joystick’s 
autofire and hold the fire button. 
Alternatively just repeatedly hit fire. 




m 


(O ww /Cowh R«ll«f) 

On the title screen type 
‘DINGADINGDANGMYDANGALO 
NGLINGLONG’ (honest). Ralph 
and Lee’s noses turn green. 

From now on you can hit 
RETURN to skip levels or TAB to 
get nine lives, full energy, all 
animations and all balloons. 


HICK FALDO'S 


If Neil Armstrong can play golf on the moon, why 
shouldn’t you play a hole or nine on Mars? The 
hidden bonus course boasts around half the 
gravity effects of the normal game, so you have to 
rethink your club selection. 

Type MAJORTOM on the title screen. You now 
have a bonus nine-hole course on offer — on 
Mars! 


TOYOTA CIUCA 
GT RALLY 


Mud, wheels, trees, mud, windscreen 
wipers, engines, mud, crash-hats, co¬ 
drivers, mud... erm, anything else? (Yes, 
P45s — Ed) 

Pressing C at the beginning of a race stops 
the timer. When you crash, press HELP 
(quickly). This takes you to an options 
screen. Exit it and you can restart the 
engine straight away. 
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OBM'X 

(Qlobcl) 

Level Codes: 


(R«M|«<l4) 

On World 1 Level 4, pick up the Party 
Power icon and double back to the 
entrance before it expires. This gives infy 
everything. 

Level codes: 

ONE PLAYER TWO PLAYERS 

World 2 - WHX5CD#16ZFN World 2 - FJZ9184Y623D 
World 3 - NDTPH9NC1PH8 World 3 - YSZD5CDZ0PZG 
World 4 - ZLNQ7K58S6SR World 4 - 16715MWF6Z02 


(Ptygnoste) 

Press HELP to take you to the 
next level (don’t bother sending 
us level codes either — each 
game generates its own personal 
set, which are bloomin’ useless 
to everyone else). 


K —TURRICAN 
L — REDMOON 
M — CAMPAIGN 
N — MEGAMANN 
O — SYVALION 
P — FMTOWNS 
Q — CHIERIE 
R — GAMERION 
S — ZAWAS 


B — EARTHIAN 
C — KENICHI 
D—INOKUMA 
E — BURAI 
F —BADMAN 
G — NETWORK 
H — YOKOHAMA 
I — EXACT 
J — X68000 


(Blyt Byte) 

Yet more level codes—Two-Player 

1 TRACK 9 DRUCK 17 SKULL 

2HUSAR 10 TROLL 18 AUDIO 

3 BEAST 11 UBOOT 19 SPELL 

4 PLATE 12 DROID 20 CAMEL 

SLIGHT 13 GRAND 21 FLAGS 

6SCROL 14 ROYAL 22 STORY 

7 VIRUS 15 WATER 23 SCOUT 

8 BISON 16 SKILL 24 GREEN 


(ll«« Byte) 

Level codes — German: 

1 PULSE 9 RATIO 17 INFRA 

2 CIVIL 10 PARTS 18 HILLS 

3 MOUSE 11 PLANE 19 COBRA 

4 VENOM 12 FLAME 20 ATLAS 

5 NOISE 13 GOTHA 21 AMPER 

6 RIGHT 14 BALON 22 RHEIN 

7 ORKAN 15 PAUSE 23 CANDL 

8 FRONT 16 ELITE 24 STERN 


(Bins Byte) 

More level codes — Allied 

1 BATLE 9 TOXIN 17 ZOMBI 

2 GOOSE 10PRINC 18 MOVES 

3 SPORT 11 CLEAN 19 BLADE 

4 BIMBO 12 XENON 20 ZORRO 

5 TEMPO 13 SIGNS 21 STONE 

6 BARON 14 HOUSE 22 MOSEL 

7BUMMM 15 SIGMA 23 ORDER 

8 LEVEL 16 SEVEN 24 SODOM 


(Mlndsteps) 

Maybe not quite a Legend, but 
a damn-fine game 
nonetheless! 

Remove enough armour so 
your AC is at least +11. It 
should suddenly become 245. 


(!teit«g<nfe) 

Phil won the cup, Phil won the cup, 
ee-eye-adio, Phil won the cup! 
Load CUSTOM TEAMS and select 
England and Germany for a friendly 
match. The game will continue as 
normal, but in black and white — 
just like the 1966 World Cup final! 


(CodeMaatera) 

Not the best Dizzy arcade 
adventure, and an incredibly silly 
choice of games for a price hike. 
Level Codes: 

Part Two — G5J 73Q 8HK 
Part Four — 83J 5G6 2KF 


28. BILL'S TOMATO 
GAME 

29. THE CHAOS ENGINE 

30. GEM-X 

31. HISTORYLINE 

33. HISTORYLINE 

33. HISTORYLINE 

34. SENSIBLE SOCCER 

35. CRYSTAL KINGDOM 
DIZZY 

36. LEGEND 
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JOIN THE 




A-TEAM 


TO AMIGA 
FORCE FOR 
ONLY £22.99 
AND GET THREE 
GREAT GREMLIN 
GAMES! 

OR SUBSCRIBE TO 
AMIGA FORCE AT 
THE SPECIAL 
DISCOUNT 
PRICE OF 
£18.99! 


.Postcode. 

Make cheques and postal orders payable to Europress Direct. Send this form 
(or a photocopy of it) to: Europress Direct, AMIGA FORCE Subscriptions, 
FREEPOST, Ellesmere Port, South Wirral L65 3EB. No stamp needed! 

OR! 

Why not subscribe by phone or fax? Ring your order through on 051 357 1275, 
or fax it on 051 357 2813. For any enquiries regarding your subscription, 
telephone the ever-so-nice people who deal with our subscriptions on 051 357 
2961. 

Please tick if you do not want to receive promotional material from other 
companies □ 


ey! Do you want the good news or the 
even better news first? the good news is 
that from Issue 6 (on sale 20 May), AMIGA 
FORCE will be published every 4 weeks! No more 
long waits between issues! No more hair-tearing 
frustration, yearning for the latest, hottest tips. 
Nope, it’ll be hitting the streets EVERY 4 weeks! 

The even better news is you can get AMIGA 
FORCE on a low-cost, recession-beating 
subscription. Not only do you receive 12 
issues of the magazine for serious 
Amiga gamesplayers, you also get 
THREE great Gremlin games (total 
original value: £74.97) for just FOUR 
pounds extra! It’s brilliant isn’t it? 




wMammmmr 


1*1 However, we realise that some of you 
dedicated gamesplayers may already have 
one (or more) of the three free games. In this 
case, you can subscribe — without getting 
the games — for a special DISCOUNT price! 

Make your choice (games or not), tick the 
relevant box in the coupon, fill in your details 
and send it to Europress 
Direct (not the AMIGA 
FORCE editorial office). 

And may the FORCE be 
with you... 


■ I want to join the rapidly growing AMIGA FORCE army. I understand I must be 
of sound mind and prefer purely games reviews and tips — and no techno¬ 
babble. I don’t have an attitude problem and I can’t wait to get my hands on the 
explosive equipment every gamer needs: that’s 12 issues of AMIGA FORCE, 
please! 

■ Tick where appropriate. 

■ Please send me the next 12 issues of AMIGA FORCE with great Gremlin 
games bundle: 

6501 □ I live in the United Kingdom (£22.99) 

6503 □ I live in Europe or Eire (£30.99) 

6505 □ I live outside Europe (£40.99) 

6701 □ Don’t forget to send me my three free games! 

■ Please send me the next 12 issues of AMIGA FORCE, at the special discount 
price, but without free games: 

6511 □ I live in the United Kingdom (£18.99) 

6513 □ I live in Europe or Eire (£26.99) 

6515 □ I live outside Europe (£36.99) 

Method of payment: □ VISA □ ACCESS □ POSTAL ORDER □ CHEQUE 

Credit card number. 

Expiry date. 

Signature. 

Name. 


LOTUS ESPRIT 
TURBO CHALLENGE 

T Even more playable than its 
two classy sequels, this is the 
two-player driving game. The 
rollercoaster 3-D action is 
superfast; the competition furious 
as you bump and barge past the 
computer cars and into each 
other on obstacle-strewn tracks. 


SWITCHBLADE 

A cracking arcade adventure 
with the hero punching and 
kicking baddies galore as he 
searches for the fragments of a 
mythical sword. The innovation of 
showing unexplored areas as 
unlit removes the risk of 
backtracking in the extensive 
underground levels. 


MANIX 

r A souped-up variation of the 
classic Q-Bert coin-op, this has 
you jumping around the isometric 
3-D blocks to change their colour, 
requiring a combination of quick 
thinking and arcade reflexes. 


1 WANT VO SIGN UPI 
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MSOIN NEXT MONTH'S 

amiga for 




I ext month we hope to bring 
you the ultimate dogfight, with 
1 reviews of two flight sims: 

Ancient Art Of War In The 
S/c/esand Combat Air 
Patrol. With any luck, we’ll 
also have Donk, Hired 
Guns. Super Cauldron and 
Dino Dini’s eagerly awaited 
Goal! —can it beat 
Sensible Soccer? 

As we said last month (and in 
this issue’s editorial), AMIGA 
FORCE can make no promises 
to review games, as we don’t 
know whether they’ll be 100% fin¬ 
ished. However, due to just missing 
our editorial deadlines, some games 
appear on the shelves well before 
their AMIGA FORCE review 
(in the subsequent issue). 

Indeed, some readers have told us 
to forget our firm rule of reviewing only finished 
products, as they want to read reviews of the 
big titles before they’re released. Well, from 
next month we can satisfy this need and still 
stick to our principles. No, we haven’t discov¬ 
ered a time warp, but instead a revolution in 
games-testing technique! All will be revealed 
in our next scintillating issue! 


We pay a visit to the HQ of the 
legendary Sensible Software to 
playtest their ambitious shoot-’em- 
up, Cannon Fodder, due for release 
this autumn. We’re drooling already! 


THINK AGAIN! 

| Do you long for something more than mindless blasting and 

platform leaping? You probably want something to tax your 
grey matter, but maybe you’re not interested in military 
sims and wargames? The Amiga has plenty of brain¬ 
bending ‘god’ games, where you have control of vast cities 
or worlds. We look at the best of these, and other non-military 
strategy games in a real thinking man’s roundup! 




We bring you part 
two of our bruisin’ 
Body Blows 
guide, unique 
tips for the 
epic Flashback, 
multicoloured 
maps of Morph, 
and much 
more! 


Dear Mr Newsagent 

Hi! Just dropping a quick line to say AMIGA FORCE is the 
magazine for me. After all, could any other magazine compare? I 
mean, look at those features, reviews, playing tips — what a 
Amigamegatastic affair it is! So... 

MY NAME. 

MY ADDRESS. 

.POSTCODE. 

I’d like my AMIGA FORCE □ Delivered 

□ Kept behind the counter 

Just in case you didn’t know, AMIGA FORCE is published by 
Impact Magazines, and distributed by COMAG. Thanks! 


•L •JC 

















BITMAP BROTHERS VOL1 

only £1699 

Xenon, Cedever and Speedbal II 

DREAM TEAM only £16.99 
Teramator II. Sia peons W.W.F 

RAVING MAD only £12.99 

Mega twins Rodland. Robocod 

SPACE LEGENDS only £19.99 

Amiga only 

Megatraveller 1. Ella. Wing Command* 

SOCCER MANIA only £11.99 

Footbal Manager II. Gazza's Soccer. FootbaN 
Manager - W C. Edtion. Microproae Soccer 

POWER PACK II only £17.99 

Predtor II. Battle Master Wings 

It Caae Froa The Deseit 

BIG BOX only £15.99 

Captain Blood, Tin Tin on the Moon,Safari Gum 
Teenage Queen, Bubble Plus, Purple Saturn Days 
Krypton Egg, Jua ping Jackson, Boflo, Hostages 

TEST DRIVE II COLLECTION 

only £1599 

Muscle Cars Callornia Chalenge 
European Challenge. Duel Super Cars 

BIG BOX II only £19.99 

Back to the Future III. R-Type, IK*. Real 
Ghostbusters Def of the Earth. TV Sports Football 
Shanghai Araalyta Smbad. Bomboozal 

BOARD GENIUS only £17.99 

Deluxe Monopoly, Deluxe Scrabble 

Cteudo Master Detect we and Risk 

4 WHEEL DRIVE only £19.99 

Lotus Espri. Celica GTS Raly. Teaa Suzuki 
and Coa bo Racer 

POWER PACK only £14.99 

Xenon 2. TV Sports Football Bkxxtwych and 

Loabard Rally 

HOLLYWOOD COLLECTION only £19.99 

RoboCop, G boat busters 2. Indiana Jones 

Bataan the Movie 

RAINBOW COLLECTION only £1599 
New Zealand Story. Bubble Bobble 
Rainbow Islands 

COMBAT CLASSICS only £20.99 

FIS Strike Eagle II. 688 Attack Sub 
and Team Yankee 

MAX EXTRA only £17.99 

Turrican II, ST Dragon, SWIV and Night Shit 

NINJA COLLECTION only £1599 

D. Dragon, Shadow Wwrior. D Ninja 

EAGLE WINNERS only £15.99 

Paperboy II. Big Run. Amnios and Mad Dog Williams 

THE GREATEST only £19.99 

Jiaay WhMs Whirlwind Snooker, LureoftheTeaptreas 
and Dune 

AWARD WINNERS ONLY £16.99 
KickOff II. Pipeaania, Space Ace 
and Populous 

2 HOT 2 HANDLE only £18.99 

Golden Axe Total Recall Shadow Warrior. 

Super Off Road Racing 

STRATEGY MASTER only £21.99 
Deuteroa, Populous Hunter, 

C hessplayer 2150 and S parts of ExcaMbur 

SUPER FIGHTER 

only £1599 

P Bight*, W.W.F., Final Figtt 

MEGA MIX 
only £19.99 

Leander. Agony and Ork 

DIZZY5 EXCELLENT ADVENTURES only 
£1699 

Dizzy Panic, BubbleDizzy. Dizzy Prince of Yolk Folk 
SpeMbound Dizzy and Kwik Snak 

ACTION MASTERS 
only £11.99 

Turbo Outrun, Fl 6 Coa bat Pitot Italy 1990 
Wellris and Double Dragon II 

SPORTS COLLECTION 

only £1299 

Run the Gauntlet Pro Tenns Tour 
and World Cup Soccer (Italia '90) 

SPORTS MASTERS 
only £19.99 

PGA Tour Gof, Indy 500, Advantage Tenn* 
and European Chaapionship 1002 

ANIMATION CLASSICS only £27.99 
Space Ace 

Dragon s Lair II 

Wrath of the Dea on 

ACTION 5 only £19.99 

Rick Dangerous If. Ghostbusters II Gunship 

Super Ski and Hard Drvmg 



118a Palmers Road 
New Southgate 
LONDON Nil 1SL 


CREDIT CARD HOTLINE: 

081 889 9172 

ENQUIRY/ORDER UNE: 

081 361 5730 

24 HOUR FAX UNE 

081 361 2733 


TOP TITLES 
A500+ 1M< 


AMIGA 

£39.99 


leg Upgrade 
A8001 Meg Upgrade* clock £49.99 
0.5 Meg Upgrade + clock .. £2590 

3D Construction Kill.£36.99 

4D Sports Boxing.£11.99 

4D Sports Driving.£11.99 


A-Train . 

A-Train Con Set. 

Addams Family. 

Agony . 

. £23.99 
. £1699 
. £1699 
£1599 

Air Com bat Patrol . 

£19.99 

Air Support . 

Aliens III*. 

A Maclean's Pool. 

Amos (Easy) . 

. £14.99 
. £1699 
. £1699 
. £2699 

Amos 3D. 

£2699 

Amo6 Com pier . 

£19.99 

Amos Professional. 

Amos The Creator. 

Ancient Art of War in Skies. 
Another World. 

. £54.90 
. £3699 
. £2699 
£17.96 

Aquaventura . 

Arabian Nights. 

Armourgeodon. 

Armourgeddon Upgrade* ... 

Armourgeddonll*. 

ArsenalFC . 

Assassin . 

. £1699 
. £1690 
. £1599 
. £10.90 
. £19.99 
. £1699 
. £1699 

AT.AC. *. 

£2699 

B17 Flying Fortress. 

Bane of the Cosmic Forge . 

BARBARIAN II (Psyg). 

Bart vs the World*. 

Batman Returns*. 

Battle Chess II. 

Battle Isle . 

. £2699 
. £24.90 
. £14.99 
. £1699 
. £1690 
. £1699 
. £1699 

Battle Isle Data Disc . 

Battle Isle “93 . 

. £1690 
£20.99 

Battle Toads . 

Beavers. 

. £1699 
£1699 

Birds of Prey. 

Black Crypt. 

Blue Max. 

. £2699 
. £1699 
£11.99 

Body Blows. 

£1699 

Buck Rogers .. 

£19.96 

Buck Rogers II *. 

Burn Upv. 

Cadaver. 

Cadaver - the pay off. 

Caesar. 

. £20.96 
. £1699 
, £11.99 
£10.99 
£1696 

Campaign . 

Campaign Mission Disk . 

Cam paign II *. 

£2299 

£10.90 

£2699 

CaDtive . 

£1599 

Captive II. 

Carl Lewis Chalenge. 

Castles . 

£17.90 

£1599 

£1699 

Castles Data Disc . 

Castle of Dr Brain . 

£11.99 

£1599 

Chaos Engine . 

£1699 

Championship Manager '93 

Chase HQ II. 

Chuck Rock II . 

£1699 
.. £690 
£1699 

Civilisation. 

C. Y's Air Com bat. 

Cohort II . 

£2690 

£20.90 

£19.99 


Cool World.£1699 

Com bat Air Patrol .£1699 

Conflict Korea.£2699 

Contraptions* .£1699 

Cover Girl Poker .£1699 

Covert Action.£2699 

Crazy Cars III .£1699 

Cruise for a Corpse.£17.99 

Crystal Kingdom Dizzy.£1699 

Curse of the Enchanter.£2699 


TOP TITLES AMIGA 

Cyberspace*.£2699 

Cytron.£19.99 

Dalek Attack.£1299 

Darkmere.£1699 

Das Boot.£11.99 

Delverance .£1699 

Desert Strike.£19.99 

D/Generation.£11.99 

Donk .£11.99 

Double Dragon III.£1699 

Dreadnoughts.£2299 

Dream Web*.£27.99 

Dune.£19.99 

Dune II* .£19.99 

Dungeon / Chao6.£19.99 

Dyna Blast.£20.99 

Ehrira II - Cerberus.£2699 

Epic.£19.99 

Eye of the Beholder .£19.99 

Eye of the Beholder II.£2699 

FI 5 Strike Eagle II.£2699 

FI 17AStealth Fighter* .£21.99 

F19 Stealh Fighter.£1299 

F29 RetaSator .£1699 

Face Off-Ice Hockey.£1699 

Falcon.£11.99 

Falcon Mission Disk I .£699 

Falcon Mission Disk II .£699 

Falcon 60.£2699 

Fantastic Voyage.£1699 

Fate of Atlantis (Adv) .£2699 

Fate of Atlantis (Arc) .£1699 

Final Blow.£1699 

Final Fight.£7.99 

Fire ano Ice.£1699 

First Samu/MeaaLoMan.£20.99 

FireStone HD Scenery.£1699 

Flashback .£20.99 

Flight of the Intruder.£11.99 

Football Crazy.£14.99 

Football Manager III.£11.99 

Free DC.£1699 

Global Effect .£1699 

Goal.£1699 

Gobiiins II .£19.99 

Gods.£14.99 

Golden Shot.£1699 

G Gooch Cricket.£19.99 

Graham Taylor.£1699 

Grand Proc (Formula).£2699 

Gunship20fo.£2699 

Guy Spy.£20.99 

Harlequin.£14.99 

Harpoon (1 Meg) .£19.99 

Harrier Assault AV8B.£2699 

Heimdall .£1699 

Hero's Quest II .£1699 

Hill Street Blues.£1699 

Historyline 1914-18.£21.99 

Home Alone. £2699 

Home Atone Colouring Book £14.99 
Hook .£1699 

I. Bothams Cricket.£19.99 

International Open Golf.£1699 

International Sports Chall. ..£1699 

Ishar II.£20.99 

Jaguar XJ220.£1699 

James Pond III (Op Starfish) £1699 
Jim Power * .£1699 

J. White's Whirlwind.£1699 

J. Barnes (1 Meg) .£1699 

J. Madden's Football.£1699 

KGB .£20.99 

Kick Off II (1 Meg) .£1699 

Kick Off II .5 Meg).£14.99 

Kick Off III*.£1699 


TOP TITLES 

Kid Gloves II. 

Knight Mare . 

Knight of the Sky . 

Lawn Mower Man *. 

Leander . 

Leathal Weapon . 

Leeds Utd. 

Legend . 

Legend of Kyrandia. 

Legends of valour. 

Lemmings. 

Lem m ings and Data Disk .. 

Lemmings II. 

Lemmings - Data Disk. 

Lemmings - Stand Alone.... 

LitMe Dvil. 

Links HD . 

Liquid Kids*. 

Lost Treasures of Intocom .. 

Lotus Turbo Challenge II. 

Lotus Turbo Challenge III .. 

Lure of the Temptress. 

Ml Tank Platoon. 

MacDonald Land. 

Magic Pockets . 

Man Utd. Europe. 

M. Ditka Ultimate Football* 

Mega Fortress . 

Mega Sports. 

Megatraveller II. 

Microprose Golf . 

Midwinter II. 

Mig 29 Fulcrum. 

Might of Magic III . 

Moonstone. 

Monkey Island. 

Monkey Island II. 

Mouse (Switch* We) . 

Myth. 

Nick Faldo Golf. 

N. Mansel World Champ .. 

ORBITUS. 

Ork. 

Outlanders *. 

Overdrive. 

Pacific islands - T.Yankee II 

Pacific Islands II *. 

Parasol Stars. 

PGA Golf Tour * . 

PGA Courses Disk. 

Pinball Dreams. 

Pinball Dreams II . 

Populous II - The Chalenge 

Populous II + (1 Meg) . 

Power and Glory*. 

Power Up Compilation.... 

Premier Manager . 

Project X . 

PushOver . 

Putty . 

Raanorak. 

Railroad Tycoon. 

Reach for the Skies. 

Red Baron . 

Red Zone. 

Risky Woods. 

Road Rash . 

Robin Hood . 

Robocod. 

Robocoplll. 

Robo Sports. 

Rookies*. 

R-Type II. 

Sabre Team . 

SavajejEmpire. 


Scraw 


£1699 
£11 99 
£2699 
£1699 
£1699 
£1699 
£14.99 
£11.99 
£21.99 
£2699 
£1699 
£19.99 
£19.99 
£1699 
£1699 
£1699 
£2699 
£1699 
£29.99 
£699 
£1699 
£19.99 
£11.99 
£16.99 
£1699 
£1699 
£1699 
£1699 
£1699 
£20.99 
£2699 
£2699 
£1699 
£2699 
£1299 
£1699 
£2699 
£9.99 
£699 
£2699 
£20.99 
£1299 
£1699 
£1699 
£17.99 
£20.99 
£21.99 
£1699 
£20.99 
£10.90 
£1699 
£1699 
£11.99 
£23.99 
£19.99 
£1299 
£1699 
£1699 
£1699 
£1699 
£2699 
£2699 
£19.99 
£1699 
£1699 
£1699 
£1699 
£1699 
£7.99 
£1699 
£20.90 
£17.99 
£14.99 
£1699 
£2299 
£1699 


Secret Silver Blues. £21.99 

Secret Weap Luft * . £19.99 

Sensible Soccer 92-93. £1699 

Shadowlands . £20.99 

SHADOW BEAST II. £1699 

Shadowof the Beast III. £19.99 

Shadow Worlds . £1699 

Shuttle the Sim. £20.99 

Silent Service II. £23.99 

Sim Ant. £2299 

Sim Earth. £2699 

Sim Life*. £19.99 

Simpsons. £699 

Sleepwalker 500/1200 . £20.99 

Snow Bros . £1699 

Soccer Kid . £1699 

Soup Trek*. £1699 

Space 1889. £1699 

Space Ace II. £3699 

Space Gun. £1299 

Space Crusade* Upgrade.. £1699 

Space Quest IV. £2699 

Special Forces . £2699 

Steel Empire. £20.99 

Stereo Master.. £2699 

Street Fighter II. £17.99 

Strike Fleet. £9.99 

Striker. £1699 

Super Cauldron *. £1699 

Superfrog . £1699 

Super SWIV*. £1699 

Sword of Honour. £1690 

Syndicate. £1699 

Tear Away Thomas. £10.90 

Tennis Cup 2 . £1699 

Test Drive III *. £1699 

The Games 92 Espana. £20.99 


Their Finest Hour. £19.99 

The Manager . £20.99 

ThunderhawkAH -73M . £21.99 

Thunder Jaws . £1699 

Tip Off. £1699 

Toki. £1699 

Toon World*. £1699 

Tornado* . £2699 

Troddlers. £1699 

Trolls 500/1200 . £1699 

TV Sports Baseball . £11.99 

TV Sports Boxing . £11.99 

Turtles II. . . £11.99 

Twilight 2000 . £2699 

Ugh! . £1699 

Ultima Martian Dreams* ... £20.99 

Ultima V. £19.99 

Ultima VI. £1299 

Universal Masters . £1699 

Uridium II* . £17.99 

Utopia. £1699 

Utopia New World. £11.99 

Video Kid . £1699 

Viking Fields of Conquest £1699 
Voyage Beyond Data Disc ... £9.99 

Vroom. a. £1699 

Walker . £1699 

War in the Gulf . £19.99 

Waxworks . £21.99 

White Death (1 Meg) . £1299 

Wily Beamish . £1699 

Wing Commander £12.99 

Wiz Kid . £1699 

W.W.F . £1699 

W.W.F. II . £1699 

Zoo! 500/1200 . £1699 


EDUCATIONAL 

ADI English 11-12 . £1699 

ADI English 12-13 .£1699 

ADI English 13-14 .£1699 

ADI Frenchll-12 .£1699 

ADI French 12-13 .£1699 

ADI French 13-14.£1699 

ADI Mathsl 1-12 . £1699 

ADI Maths 12-13 .£1699 

ADI Maths 13-14 £1699 

Better Spelling 8-14 .£14.99 

Better Maths 12-16.£14.99 

Fun School 2 under 6.£699 

Fun School 2 6-8 .£699 

Fun School 2 over 8.£6.99 

Fun School 3 under 5 £1699 

Fun School 3 5-7 . £1699 

Fun School 3 7* .£1699 

Fun School 4 under 5 . £1699 

Fun School 4 5-7 .£1699 

Fun School 4 7*.£1699 

Junior Typist . £11.99 

Magic Maths (4-8).£14.99 

Maths Mania . £14.99 

Noddy's Playtime .£1699 

The Three Bears .£14.99 


3.5 DS DD discs 

with Labels boxed in 10’s 

10x65 DS DD. £5.99 

20x65 DS DD. £11.99 

30 x 65 DS DD . £1599 

50x65 DS DD... £21.99 

100x65 DS DD. £39.99 

Please add 50p per 10 discs when 
ordering to cover P & P 


AMIGA BUDGET TITLES UNDER £10 


3D Pool . £699 

Adrenalynn. £699 

Afterburner. £699 

Ale red Beast. £699 

Arkanoid II . £699 

ATOM I NO .£699 

Barbarian. £5.99 

Barbarian II.£699 

Batman The Movie.£699 

Battlehawks 1942 . £9.99 

Blood Money. £699 

Cabal. £699 

California Games . £699 

Carrier Command. £699 

Celica GT4 Ralty . £699 

Centrefold Squares.£699 

Chase HQ . £699 

Cloud Kingdom. £699 

Colossus Chess . £699 

Combo Racer. £699 

Conflict in Europe.£7.99 

Continental Circus . £599 

Deluxe Strip Poker .£699 

Double Dragon I or II.£699 

Dragon Ninja .£699 

Duel. £699 

Fantasy World Dizzy.£590 

F16 Combat Pilot.£7.99 

F.O.F.T.£699 

Gauntlet II . £699 

Gem X.£699 

Ghostbusters II. £699 

Ghouls'n'Ghosts. £699 

Golden Axe.£699 

Head over Heels.£699 

Hudson Hawk.£699 


Hunter Killer. £299 

IK*. £699 

Impossible Mission II.£699 

Inoy Last Crusade Graphic £9.99 

James Pond .£699 

Jet Set Wily.£7.99 

J.Khan Squash .£699 

Kid Gloves .£599 

Last Ninja III.£7.99 

Lombard RAC Rally .£699 

Lotus Esprit.£690 

Maniac Mansions .£699 

Manic Miner . £7.99 

M Jackson Moonwalker .... £699 

Midnight Resistance . £699 

Midwinter . £9.99 

Moonshine Racers.£699 

Murder . £7.99 

Narc . £699 

Navy Seals. £9.99 

New Zealand Story . £699 

Ninja Remix ..£7.99 

North & South.£699 

Out Run .£699 

Operation Stealh .£9.99 

Operation Thunderbolt. £699 

Operation Wolf .£699 

Outrun Europa .£7.99 

Pang.£699 

Panza Kick boxing. £699 

Pinball Magic .£7.99 

Pitfighter.£699 

Platoon.£599 

Plotting . £699 

P.P.Hammer . £699 


Predator . . ...... 

Prince of Persia. 

Pro Tennis Tour . 

Puzznic . 

Rainbow Islands . 

Ram bo III . 

RBI2 Baseball . 

Resolution 101 . 

Rick Dangerous II . 

Robocop . 

Robocop II . 

FI-Type . 

Run The Gauntlet . 

R.V.F Honda . 

Shadow of the Beast. 

Shadow Warrior . 

Sherman M4 . 

Shinobi . 

Smash TV. 

Starglider II . 

Stunt Car Racer . 

Supaplex . 

Super Cars II. 

Super Off Road . 

Super Hang On. 

Switch Blade . 

Switch Blade II . 

Swiv . 

Terminator II . 

Thunderstrike . 

Toobin' . 

Turrican II . 

Untouchables . 

Vigilante . 

WC Leaderboard. 

World Championship Boxing 

Zak McKracken . 

Xenon II . 


£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£7.99 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£699 

£599 

£8.99 

£699 

£699 

£699 

£8.99 

£699 

£699 

£699 

£699 

£7.99 

£699 

£699 

£699 

£699 

£699 

£7.99 


VISIT OUR 
SHOP 

AT 

120a 

MYDDLETON 
ROAD 
WOOD GREEN 
LONDON 
N22 4NQ. 
081 

889 9172 

SHOP PRICES 
MAY VARY. 


Please makecbeques and P.O.'s payable to Eagle Software P&P is £1.00 per item in the UK. 
Orders under £10 please add 50p per item. Europe: add £3.50 per item. Elsewhere add £5.50 per 
item. New titles will be sent as released and are subject to manufacturers prioe reviews. E.&O.E. 
SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING. 

Computer_ AMIGA _ 

Title _ 


Name: 

Address: 


167 

*Not released at time of going to press 


Date 

Price 

Price 



Postcode: 

Tel: 

Price_ 

Card No: 


Price 

Exp Date 

Account No: 

j P&P 

Total 

Access Q Visa Q Cheque Q] P.O's 

_ Please Quote Account Number when Re-Ordering. 
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AVAILABLE 
lQN AMIGA, 


★83% AMIGA ACTION^ 


AMIGA SCREEN SHOT 


JOINT PRODUCTION 


AMIGA SCREEN SHOT 


1993 GRANDSLAM VIDEO LTD / ARC DEVELOPEMENTS LTD. ALL RIGHTS RESERVED 
Grandslam Video Limited. 3 Rathbone Square. 28 Tanfield Road, Croydon, Surrey CRO 1AL. England. Tel: 081-680 7044 













